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Would you believe a school leaver 
could design a house without the 
help of an architect? Or could a 
sixth former plan a trip to the 
moon? In both cases they would 
< probably not. 

Why is it then that the computer 
industry expects the same kind of 
people to produce state of the art 
software? Especially as training 
rarely progresses beyond hints, tips 
and minor modifications. If you 
want to be a programmer you Ye on 
your own! 

It’s about time the business 
orientated programming courses 
included a games programming 
option, especially with the job 
situation the way it is. For a school 
leaver programming can lead to a 
decent job. 

It is true many companies have 
taken on some likely lads — not 
many lasses, however — only to be 
disappointed when their first efforts 
proved to be less than average. But 
often this is because they must 
work at home, so don’t get any 
valuable input or stimulation from 
their contemporaries. 

The established game writers of 
today are the brightest of the 
bunch, the innovators who have 
made games increasingly 
sophisticated over the years. But as 
standards have improved many 
programmers have fallen by the 
wayside and their replacements 
have been unable to get the 
necessary training to allow them to 
compete in an increasingly complex 
games programming world. 

The days when a program coder 
was also game designer, graphic 
designer and musician all roiled into 
one are over. With Commodore 
programming, a growing 
appreciation of the value of music 
has led to the rise of specialists such 
as WE Music and Rob Hubbard. 
However, only a few companies use 




separate designers for graphics, 
gamepiay and coding. 

It seems strange in a business 
where ideas are few and far 
between that the devisor of the 
gamepiay only gets a tenth of the 
royalties that the coder receives. 

The number of people who can 
constantly devise original and 
addictive games are very rare, while 
coders could be ten a penny — with 1 
suitable training. 

So it really is about time for the 
industry bods to get together to see 
if they can corporately stimulate the 
training courses the industry so 
urgently needs. 

SPECTRUM LEADS 

It’s strange but since Gallup began 
to take the budget market into 
consideration the Spectrum has 
done very well. The market used to 
be equally split between the 
Commodore 64 and the Spectrum 
but now the Spectrum is way out in 
front. The charts show that 
nowadays Spectrum owners account 
for around 45 per cent of the 
market, while Commodore has a 
mere 25 per cent and Amstrad 
15 per cent. BBC and Cl6 owners 
barely register, and Electron, MSX 
and Atari sales account for just a 
few per cent together. 

Are we to assume, therefore, 
that Spectrum owners prefer budget 
games? It would appear so. In the 
popularity stakes Mastertronic has 
replaced US Gold in the top slot as 
most popular software house, with 
Firebird Silver trailing along in third 
place. Considering that US Gold 
games cost three or four times 
more than either of their top slot 
competitors, the company’s achieve- 
ment is to be admired, but, 
undoubtedly, the budget labels are 
supported more heavily by 
Spectrum owners than by any other 


The main puzzle is the poor 
showing by Amstrad. What’s the 
matter with you Amstraders? Don’t 
you like games? According to Alan 
Sugar’s figures, your numbers 
should give you a similar share of 
the market to Commodore, but this 
hasn’t happened. Are Amstraders 
only into serious applications or 
easily pleased with few games? 

LIES, DAMNED LIES 
AND RELEASE DATES 

In best schoolmaster tradition I 
would like to inform all software 
houses that Christmas will fall on 
December 25 this year and I want 
to see all of your computer 
software on my desk in plenty of 
time for the seasonal break. Hey, 
you at the back of the class, 

Telecom Beyond minor, are you 
paying attention? I’m still waiting 
for your Startrek project. Yes, I 
know you’ve finished it. I saw it on 
your desk last month, but it’s not 
on mine, is it? Stop sniggering 
young CRL. It’s not funny. I know 
your sisters at St Bride’s are doing 
well but your Cyborg project was 
rather late, wasn’t it? 

Let’s not have a repetition of last 
year, shall we, when most of you 
came skidding in at the last minute 
with feeble excuses and half-finished, 
dog-eared copies. When we start the 
new term in September we’ll 
assemble in the PCW Hall and I 
want accurate release dates. And 
anyone who fails to submit their 
work before the Christmas holiday 
better have a very good excuse or 
their work will be penalised. And 
anyone who rushes their projects 
will be made to stand in the corner 
and wearing the duffer’s cap. You 
have been warned! 

Incidentally, about your Easter 
projects... 


Is. 
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Games playing is great fun but a lot 
Q f p e0 p| e g e t the idea into their 
heads that they could do better 
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than the programmers, a f 

If you are one of these and you 
still find yourself at the I could but 
I’m doing nothing about it yet stage 
|j.-..yc^|-..coMld do worse than try a Basic 
programming course to get you 

A Suomy Expre^s-Marplaii 

This all-purpose language has 
been derided for its clumsiness but 
as Sir Clive made home 

. , . i , jt . 3*' programming possible with it back 

Piranha certa.nly d.dn t flunk out ^ ear| zx computer days it 

w.th .ts last game, the very weird caught on and is sti „ with us and 

Trapdoor. some fairly neat games have been 

eted on th **«*^ 

rev. which is a right royal romp. 10 th « SW* M“ »"«« 

. aiid In It you get to play a, well, a <, 
ices. flunky at good old Buck House. It’s • a „ d f a few d at stratford- 

1 , k ST*® 1 . fUn ’ y ° U get u , t0 rOU ^. U L t !T upon-Avon this summer you could 

Corgis great, eh. art 1 e consider the summer school there 

lights and fires, too. Electrifying. In at South WarwicUshire College of 

•S at a between fawning and generally Further Education 

i jz creepy crawling you have to run 
around avoiding various nasty 
strange creatures that lurk about 
the Palace. No, not Prince Edward 
, ^ , *Jn stage drag, although you could w3tl! 

^ I II get his autograph and the other 

FS 3f royals if you do your job well and however, will have to wait until the 

. don’t flunk out. n fk e autumn for Trapdoor II when a new 

Sounds like fun for royal fans and TV series is also going out on the 

lie 8 it’s ou t this month. Trapdoor fans, airwaves. 
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The college is running two 
computer courses, one in Basic p had 
programming and a second on ’ . • 
computing for business users, 

I between July 20-24. The emphasis is 
on ‘hands-on* learning and the 


course caters for both beginners and 


some even neater ones but need to those with previous experience. the 

get to grips with Basic properly first • Details, costs etc from: South tlong,” 

Warwickshire College, The Willows 
Ss N ort h, Alcester Road, Stratford- 
upon-Avon, Warwickshire CV37 
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Wow man, it’s Neil innit? 

No, actually, it isn’t. These two 
hairy be-frocked specimens are 
original 1960s hippies and 
| underneath all that hair are real 
over forties wrinklies. 

What our pretty pair are really 
up to, however, is pushing the latest 
computer version of Trivial Pursuits 
— the Baby Boomer Edition. This 
edition is not for teenage general 
knowledge buffs though. The baby 
boomers are now ail in their 30s 
y/ and 40s even. They were born jny VV3S 
between 1945 and 1955 or so, when 
all those chaps fighting the war 
came back fighting fit for something 
else. The result — thousands of 
* gurgling little bundles nine months 
later. 

gf Q j| So *f you were one of these, the g i% 
Baby Boomer game might well be 
for you. If not, buy it for your mum 
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Cast your peepers over this little 
trio, not so little actually except for 
the nine stone kick-sand-in-my-face 
weakling on the right. 

Is this the silliest most sexist 
piccy of the year. Well, yes, so far. 

Our terrible trio are advertising 
the latest fantasy game from Palace, 
Barbarian — another armchair beat 
’em up combat game. Just for the 
record the three are (from left to 
right): Michael Vanwigk who, we are 
told, has a 53” chest and 31” waist 
(gasp, gasp, throw-up); the 
pneumatic (ie very curvy) girl is one 
Maria Whittaker, who normally 
takes her clothes off for the 
tabloids, and the one with clothes 
on is programmer Steve Brown, 
from Steve, you won’t get the girl 
with muscles like those not with 
muscular Michael around, although, 
if Maria’s sensible, she’ll prefer 
brains to brawn —• they wear rather 
better. 
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rand dad. Even Nfeil {from the Young 
H Ones, ignoramous) would be 
stumped by the ancient pop and 
politics questions. Well, maybe not 
the pop, he’s into Old English Music, 

T%’fe h MP, a barrister and for¬ 
mer law lecturer, bought a total 
of 4..800 BT shares using differ- 


Princess Di’s wardrobe trying to 
winkle out the latest royal scandal 
with the help of only a few bugged 
1 1 Corgis then you are either a 
budding Sun reporter or a fan of 
Eighth Day Software’s H.R.H. The 
Computer Game. 

This irreverent Spitting Image 
- style adventure which first showed 
up on the Spectrum is now available 
on the Amstrad but as a text only 
adventure. 

However, the Speccy version got 
the thumbs up from reviewers so 
this Amstrad version — despite the 
lack of pretty piccys — may be well 
worth a look. Gamer reserves final 
g judgement until our reviewers have 
given it the once over. But one 
thing in its favour is it's cheap at 
£2.99. 

To whet your appetite here’s 
what the storyline notes have to 
say. Apparently your dole cheque 
has got mixed up with queenie’s 
and, despite the fact that hers 
features a long lovely line of 
noughts, you, mad patriot and 
gibbering idiot that you are, want to 
return it Herself. 

The blurb says the game is “as •••'V- 
mentally stimulating as a wet 
weekend at Balmoral” and — more 
promising — “less tasteful than Bob 
Geldof*s jockstrap”. Seems for some 
it’s definitely a winner while others 
will demand that the programmers 
be shot and served up to the Corgis 
garnished with Sun reporters. 
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Raise your spirits with what 
Melbourne House modestly calls 
— laying on the puns with a 
trowel, it*s “wizard” new game. 

The game in question is 
called, would you believe, Wiz. It 
is, says Melbourne, a spell binding 
tale of magic and mystery from 
programmers, Simon Price and 


man 


III Mike Lewis. In it you play a 
Dll lowly apprentice magician who 
A wants to become a top wizard. 
You live, with lots of other 
sorcerors etc, in Midgard. 
jj 1o become top man you have 
H to fill your empty spell book 
I with incantations and your store 
H cupboards with spell ingredients. 
H Sounds simple but, of course, it 
isn’t because running sideways in 
time next to Midgard is the 
I gloomy, evil night world of 
Niflheim and you can’t avoid 
slipping into it. The nasty ^ 
Niflheim inhabitants there keep 
j attacking you and make spell 
mf] collecting very difficult, even 

Ek^itai! He was also very 
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montymole 
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i fatal! - also 

\ Melbourne says ihkWiPis the 
biz, Gamer awaits a copy but if 
you’re interested now it is 
available on the Spectrum, C64, 
disk and cassette; prices from 
£7.95 to £14.95. 
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, The union is to urge 
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a a ballot to be held over 
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AL I IV IDIv/IN IIN game that was a full price hit is 


ARCADIA 

Employment Hia: , Lord King ded^H?® ,e J u 8SPT" 

„ . A * Arcade games rule, OK! releasing Wizards Lair 

Activision has acquired the rights budget Mini Bus label f 


game that was a full price 
about to hit the high street. 
Bubble Bus Software is g£$ r f<§ 
on its 


for the 


_^ , budget 

ap OHCe*a«yea t0 th ree new arcade titles from Amstrad, C64 and Spectrum. It 

Sega: Enduro Racer, Wonderboy costs £1.99 for the tape, £9.95 for 

:v Business , J tj,* 


;y Business and The Quartet. the Amstrad disk. bfcHCy fe 

5fl< : he under? One, Wonderboy, sounds a^ An arcade adventure, it ’-I 

rimieet's d hbbt. Our hero sports the latest features Pothole Pete who, while 
jyers to $ t superhero fashion underwear Ik potholing, stumbles across the 
F$ on merit ami a nappy! But he’s not as wet as wizard’s lair. Trapped, his only ^oil 
ir ability t he looks — one hopes — and chance of escape is to find theilde^ 

with your help should be able to four pieces of the Golden Lion, 
fight his way across hostile His search takes him through 

' ' . m *. terrain to reach his girlfriend for several levels of caves, passages _ 

1 receive the" a nappy reunion - A case , of baby and rooms. Strange creatures live 

love rather than puppy love here, in these which either help or ^ 

I think, but it ail sounds like hinder Peter in his attempt to j 


Clearly 

:tter than othti 

But it is the second release, Good cheap fun from one of 

tO v their Job IS Enduro Racer , however, that the few small independent 

promises most. A biker’s dream, software houses left and worth a 

it relies on ace Mil Mbs for small The 

£88 before deal- w^i 


truing to bus: you reach speed of 200 kph c 
the trail bike course. Activision 
boasts that the game features 
“unsurpassed realism” - there is 
even a spectacular somersault if 
you lose control. 

The last game, The Quartet, 
concerns a battle to save a space 
r w o * W e e k co | on y. Two teams — three chaps 
which cnppieguj a woman: the game is fo r 
Urport C two players — must blast baddies 
on several levels to reach a 
mechanical monitor, who most 
tech also be defeated to reach the 

ly to return to next level. Team spirit and 
sir vote came a <»lourful graphics on this one 
boarts Activision. 

ight talk , Ali three games are available 
for the Amstrad, Spectrum and 

; is estimated 

(cassette) to £14.99 (disk). 
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Title: 

Computer 

Supplier: 

Price: 


Thrust II 
Firebird 
Spectrum 
£1.99 




T hrust I was one of the most 
successful games ever. 
Certainly it was the most 
successful budget game ever. It was 
based on the simple concept of 
inertia, one of the Laws of Physics 
that most games seem to ignore. 

was a hit for the 


The game 
Commodore 64, Atari, Amstrad 
and the Spectrum at budget price. 
It was also a hit on the BBC Micro 
at £8. Definitely a budget game of 
full-price quality. 

In Thrust I, your Asteroids’ 
type space-ship had to pick up pods 
from planetary surfaces and 
escape, while avoiding gun 
emplacements, blowing up 
reactors and coping with inverted 
gravity. All good stuff. 


Thrust II has the same theme. 
You still have to guide your dart 
shaped craft around, picking up 
pods on a tractor beam and 
worrying about ljj& inertial 
reaction of a heavy d»ct swinging 
about below you. 

However, in tjSifjgame things 
are a bit mofe awkward. The plot 
goes something like this: the war 
against the Galactpc Empire (boo, 
boo) continues,J|iut the Federal 
Resistance jfhigry, hurry) has 



Is there life after Thrust? Yes 
there’s Thrust II A 


SCORELINE 

Impact 85% 

Originality 75% 

Gameplay 90% 

X-Factor 95% 

OVERALL 87% 


ROENT 
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captured an artificial satellite called 
P2II2 (shades of Rush here?) 

This satellite is to be used as a 
forward base in the next offensive 
against the Empire (boo, boo). 
Howpver rherp K a prohlpm Isn’t 
there always? The satellite was not 
finished when the Federation 
nabbed i. . The surface hadn’t been 
properl)|terrlnormfd ana! as a 
result, is covered by a poisonous 
red dust 

To cure this, atmosphere pro¬ 
cessing plants (looking suspiciously 
like orbs) have to be dragged up 
from inside tbe satellite and 
deposited on the surface in special 
holders. However, eith orb has a 
limited lifespan and will explode 
after a certain time destroying the 
planet. 


This makes the game into a mix 
between the old Thrust and an ^ 
arcade/adventure/maze/problem 
solving game. The planet itself has 
two holes going down into it and . 
There are two orbs on the surface / 
so you can get your eye in for the 
difficult stuff to come. 

Down below in the depths of 
the planet it is a maze and a map 
would be most helpful. Orbs are 
spread about at reasonable inter¬ 
vals and would be difficult to get 
to in any event. 

The defence systems are a little 
bit tricky too, although there is a * 
defence against them. Every now 
and then you come across a 
‘chemical agent’. This is a box that m 
you can hover over — not too jj 
closely, mind you — and pick up 

Another problem is that the with your tractor beam. When ^ 
satellite wasn’t pacified properly by you have picked it up the type of I 
the Federation and stuffed inside alien that it can destroy will show I 
are various security systems whose | up on your status screen as well as * 
purpose is to stop anyone ex- a counter that counts down the 
ploring the satellite planet. § life of the unstable substances that 
Your job is onto constitute the device 

the planet, orBs and When you have one of these j 

deposit them on the surface in agents you can use your fire 
their special containers. control to destroy all aliens of that f 

type on screen at the time. 
Chemical agents can be used more 
than once but only while they 
they have a short 


remain active 


This game is a worthy succes¬ 
sor to the original Thrust and 
contains all the aspects of the 
original and plenty more. The 
graphics are superb and the 
animation faultless and smooth. 

There is no way that you 
shouldn’t buy this game — at two 
quid it’s a steal! 









































Lade Runner 
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CBM 64/128 Cassette £9*99 

Broderbund 


U.S. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388 


An amazing 
trilogy of action and 
adventure that follows 
your exploits as 
Galactic Commando in 
your struggle against 
the power nungry 
leaders of the Bungeling 
Empire and the search 
for their hidden 
treasure. 


Lode Runner’sl Qmmpkmlnp 
Rescue Lade Runner 
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GAME1 


{Lode 

Runner 


There's already one 
.^American sensation 
that's established 
itself as a firm UK 
favourite, now we've 
taken that same 
formula and crammed 
7 succulent fillers into 2 
appetising packages. 


GAME 2 


„ THRU urn FOR ONLY ( 3J i 

GAME 3 


SPELUNKER 
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A superheroes delight 
of four action 
packed challenges 
' set in the past,the 
present and 
the future. 


big value amice 
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I’m not a number, I’m a free robot, 
claims the unlikely hero of one of 
the funniest films around. He’s 
Number Five, a Nova Robotics 
military robot with a nuclear laser. 
He’s also alive! 

Number Five was hit be a 
lightning bolt and ‘malfunctioned’. 
Now he’s got thoughts, emotions 
and a conscience and he likes the 
way he is now and intends to stay 
like it. 

However, the scientist who 
built him wants to dismantle him 
to see what went wrong, Nova’s 
president wants him captured 
before he kills millions of people 
with his laser while the security 
chief just wants to blast him! Your 
job is to keep him alive. 

Number Five begins the game 
in the Nova Rototics complex. He 
can move around using joystick or 
keyboard control but can’t get 
very far. Luckily, you’ll soon find 
a terminal that he can link with — 
using a LINK program — and can 
download three more programs 
that will allow him to SEARCH and 
USE objects and READ any input 
(books) he finds. 

Now he can explore the 
complex and find objects such as 
video tapes, coloured door passes, 
keys, coffee cups and even a scared 
mouse. What you do with these 
objects will make the difference 
between escaping from the 
complex into part two of the 


game and capture — which means 
you get disassembled. 

Eventually you’ll find a second 
terminal where you can load in 
three more programs with which 
you can LOOK, BREAK and 
DROP. LOOK is the most import¬ 
ant command as Number Five will 
then be able to see objects more 
clearly and spot the difference 
between a desk and a fruit 
machine, and discover a use for a 
pound coin stashed in a plant pot: 
use the coin in the fruit machine 
and another full-scale fruit machine 
appears on the wall. I’m still trying 
to discover what you do with the 
new one! 

In part two you must literally 
run for your life — you find your¬ 
self being chased by Nova’s guards 
and other robots. Luckily, you’re 
armed with laser and jump 
mechanisms — you’re meant to 
have found in part one, but you 
must try to only stun, not kill, your 
enemies. You must also avoid 
hurting the cuddly animals and 
birds that are in your path, 
otherwise you’ll get so depressed 
you’ll give in. 

To fully appreciate the game — 
and distinguish it from other 3D 
arcade adventures — you’ll have to 
see the excellent film. Only then 
will com lents such as ‘ooohhhh 
input’ anc ‘disassemble’ make any 
re; : sense. 

TH 




Title: Short Circuit 

Computer: Spectrum 
Supplier: Ocean 

Price: £7.95 
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Originality 
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Title: Uchi Mata 

Computer: Martech 
Supplier: Amstrad CPC 

Price: £9.95 (cass); £13.95 (disk).*. 
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The martial arts game is here again 
unfortunately. This time however it 
has been done with a modicum of 
taste and originality. 

A year or two back there was a 
martial arts boom. It started in the 
arcades with games like Exploding 
Fist and Way of the Tiger. Copies 
then flooded into our homes 
featuring all kinds of shaky plots, all 
revolving around animated 
characters who smashed hell out of 
each other. 

It is interesting to note that 
amongst all the karate, ninja, kung- 
fu and plain smash-hell-out-of-each- 
other games there were no judo 
games, despite the fact that this is 
the most popular martial arts sport 
in Britain. 1\ | 

Perhaps the lack of blood, 
weaponry and generally offensive 
violent behaviour made it 
unattractive to the marketing bods. 
It is a shame that this particular 
game has come out now because, 
given what has gone before, it will 
probably be tarred with the same 
violent brush, when it is, in fact, a 
skilful sports simulation. 

Judo is about exploiting your 
opponent’s errors and using his 
weight to throw him. Points are 
scored by a judge on the quality of 
throws. The idea is to get your 
opponent flat on his back and keep 
him there. 

The computer game is a 
competition between one or two 
players and the computer. When the 
characters come onto the screen 
they move towards each other, you 







press fire when they come in range 
and pressing first gives you the best 
grip and the advantage. Pressing fire 
puts you into attack mode then you 
must quickly execute a sequence of 
joystick moves. These have very 
little in common with the multiple 
joystick movements of earlier 
martial arts games. 

Take the tomoe nage for 
example. This is a throw where you 
roll onto your back, pulling your 
opponent on top of you and then, 
putting your foot in his stomach, 
you throw him past you. To do this, 
you are facing left towards your 
opponent you simply move the 
joystick right, then, in a circling 
clockwise movement, through 90 
degrees. This is the sort of 
movement that you would naturally 
do if you were performing the 
throw. All the other throws are 
equally well thought out and the 
instructions says that more throws 
are possible than the four described. 

The game is very well thought 
out and the animation is good, using 
the Amstrad’s 16 colour mode. The 
instructions are clear and it is fairly 
easy to get to a reasonable standard 
quickly which makes the game that 
much more enjoyable. MR 
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Raid 2000 
C64 

Mirrorsoft 

£9.99 


Title: 

Machine: 

Supplier 

Price: 
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The year 2000 seems to be quite 
popular as far as game scenarios go. 
This time, once again Earth is under 
threat of imminent destruction and 
only you can save it and have to 
face up to the responsibility if things 
go wrong. 

The cause of the problem this 
time are the Xanthids, an alien life 
force that needs the Earth's 
oxygen/carbon dioxide atmosphere 
for chlorophyll manufacturing^) As 
usual, the resources with which you 
are equipped to save the Earth are 
minimal. They include four Raider 
type hypojets, but they haven’t been 
fully tested yet and are only 
prototypes. 

The game starts with a map of 
the world. This shows which areas 
have been over-run, or are in 
danger of being over-run by the 
aliens. You can drop a thermo¬ 
nuclear device on an area to put a 
temporary stop to the threat — the 
Xanthids must pose some threat if 
nuking the world is the preferred 
option. You can also launch your 
ship into any territory you fancy 
defending. 
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Now, you must fly around . 
shooting the little beasties whilst 
avoiding tall ground objects and 
looking for the alien’s fuel supply 
depot. Yes, it's Uridium, the game 
that launched a thousand clones, 
again. Save the Earth and you find 
you have to do it all over again — 
there is a second attack just around 
the corner, but you are given a 
fresh set of hypojets to retaliate 
with. Why were these not made 
available to you for the first attack 
wave a cynic might ask? They ask 
you to save the world then tie one 
hand behind your back. 

Raid 2000 has reasonable graphics 
but uninspiring gameplay and plot. 
There are many better games on 
the market. 
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the officially licensed coin- 
conversion arrived. gfe gj 
S®kano.d « an okay sort 
game. It concerns the spacecr 
Vaus, the only part of t 
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Vaus is now trapped in the void 
the Dimension Changer and mi 
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different levels before facing up 
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M uch has been written about adventure l - 
game writers that you can use to 1 , 
generate your own graphic adventures. , B 
Now, at last, wargamers have their , a 
own very own battlefield builder^ 
program. It can create one or two player \ 
games that feature anything from the Romans **- 
to Rommel 

The Wargame Construction Set comes *g 
on two disks with a manual which contains *o 
eight ready to play sample scenarios and a*n 
fully worked example to show you how to s 
construct a wargame. The sample scenarios jb} 
also allow you to play a game without even ■ 
loading up the game editor. These sample^ 
games — and, of course, the ones you build 
yourself, follow the standard wargame 
format in which you and the enemy take it B B 
in turn to move and fire. The action takes ~ 
place on a map. The relative gains and losses B B 
are converted into victory points at the end B B 
of each turn so you have an at-a-glance guide B * 
to who’s winning the war. 

Whether your pet battle is a historical 
simulation, a fantasy or science fiction 
struggle you won’t have any difficulty using § B 
the game editor to either change one of the § B 
existing scenarios or to build one from § B 
scratch. If you are starting from scratch then ■* 
don’t rush straight to the keyboard, you’ve ■ 
got a bit of paperwork to do first. You need 
first to decide the strengths of the opposing B m 
forces and the format of the game. 

You do this by assigning values to the eight 
factors that define a unit — you can build up 
an army of 31 units. These factors include B L 
firepower, defense, movement, assault, hand l B l 
to hand combat, strength, the number of hits 
a unit can take, range of weapons, fire and B a ! 
unit type. You can also impose restrictions, 
for instance, tanks can’t enter heavy woods B B ! 
or water. 

Next you decide the scale of your battle. 
This determines whether each unit B e l 
represents a single man, a platoon or an B o| 
army! For example, if you define a unit as 
having high firepower, defence and range but 
no movement this could be, say, a gun* 
emplacement or, perhaps, a wizard protected * 
by a tower. A similar unit with movement I 
could be a tank, rock-throwing giant or laser- I 
firing starcruiser. The choice is yours. j 
Now you enter all this information into J 
the computer with the help of simple joystick 
controlled menus that also allow you to alter J 
colours to load and save scenarios from disk J 


Title: Wargame Construction 

Set 

Computer: Atari 800 
Supplier: US Gold (SSI) 

Price: £19.99 
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Drawing the map is crucial to the, 
development of the game as terrain can have , 
a dramatic effect on a battle. Map drawing , 
is also joystick controlled. There are various i 
construction blocks at the bottom of the | 
screen which when selected can be painted i 
onto the scrolling map by a simple press of i 
the fire button. The program includes 10 i 
different bends and straights for roads, 10 i 
river sections, top, left, right, bottom and aj 
middle sections of woods as well as buildings, • 
mines, bridges, hill tops, slopes and individual i 
trees. Different terrains can be any colour i 
so your trees, for instance, could be Martian 1 
red. The results of your labour can be saved i 
onto disk for playing or improving on later, j 
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Naturally, being a construction set, the 
program has its limitations but I think most 1 **! 
* B *» B ipeople will find that two 31 unit armies ***1 
i%V"i fighting over a scrolling 60 by 60 square map 
*o*ib"i enough. Now then, you’ve got no excuse not V 
,Wito try a wargame because, if you can’t find 
one you like, you can build your own! i®a*f 
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The official arcade conversion of 
the son of Breakout'is bound to 
create a stir. Gordon Hamlett 
indulges in a mortar attack 
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Arkanoid 

Computer: C64 and Spectrum 
t\ Supplier: Imagine 

, ' Price: £8.95 (£7.95 Spectrum) 


Impact 
Originality 
Gameplay 
X-Factor 

OVERALL 
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75% 
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»Title: Transmuter 

;j2Computer: Spectrum 

.^Supplier: Code Masters^ 1 

Price: £1.99 ^ 


D! 


( eep in the depths of the 
earth are a series of defensive 
caverns built by your 
ancestors as they retreated from 
the failing Sun. Generations on 
you, an off worlder, must fly a ship 
designed to destroy these ancient 
defences so as to save unwary 
space travellers from destruction. 

The ship you fly has been 
custom made for the job and is 
described as a “total aggression 
fighting machine armed with a 
standard photon cannon and a very 
non-standard transmuter.” 

By the transmuter will you 
succeed or fail as it can suck in raw 
material from anything you blast 
and rebuild the material into pre¬ 
programmed forms which will 
provide you with anything from 
extra speed units, double fire 
power, lasers or shields. So the 
more you blast the stronger your 
ship becomes. 

You must battle your way 
through narrow caverns whose 
walls as deadly as the vices they 
contain. It’s incredibly easy to lose 
a life by crashing into a wall while 
attempting to, say, take out one of 
the limpet guns that make life in 
the cavens very difficult. You must 
also destroy the aliens that stream 



out of generators, the robots that 
roll along on tracks as well as hover 
just out of reach until they’re ready 
to strike. 

Another great arcade game 
this, that shows there’s still life in 
the old scramble style of game. 

T.H. 
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Ice Hockey 
uter: BBC/Electron 
Bug-Byte V 
£2.99 
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Sometimes a game comes along 
that takes your breath away with 
its verve, originality and technique. 
Such games are rightly awarded 
high marks in Gamer. Other games 
are unplayable, again the marks 
reflect this. What can you say 
about a game that deserves 
reasonable marks despite being 
virtually unplayable, having state-of- 
the-art circa 1983 graphics and 
doesn’t scroll, now usual in sports 
simulation, but uses three 
switchable screens? I suppose you’d 
have just to say that it is Bug-Byte’s 
Ice Hockey. 

It’s a strange game. There is 
little detail, virtually no control 
over the player you want to 
control and every shot leaves the 
screen before entering the next 
screen a moment or two before 
the players appear on the ice! Yet, 
it is very addictive partly because 
of its faults! 

Richocheting off the sides of 
the rink, the puck develops a fair 


speed and it is amusing to watch 
the program trying to keep up 
with it! 

I like Ice Hockey despite its 
obvious flaws. It is, after all, a 
budget game and, I suppose, we 
should not really expect too much. 
Whatever it is though it is not an 
adequate ice hockey simulation and 
really its release does not do Bug- 
Byte any favours. 

It is cheap, though, and worth 
some attention — you might enjoy 
it. After all, someone at Bug-Byte 
thought enough of the game to 
release it . . . 
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;og< Title: SOS go 

^OqC Computer: C64 qO 

3°0 Csu PP lier: Mastertronico^ 

0?oSPrice: £1.99 oS 

Sidney the droid has crashed on an old computers. The computers are 
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)go?o5Computer: BBC/E lectronO? 
>QOQO^Supplier: Bug-Byte Of 


isometric planet and can’t find his 
way home. He needs the radio 
which flew out of his spacecraft 
when he came down to earth with 
a bump. 

Sidney’s new home is a strange 
world patrolled by unfriendly 
droids who wander around the 
same old circuits for eternity. 
Contact with them is fatal but 
Sidney must run the gauntlet of 
them if he is to escape. Days are 
short on the planet and so are the 
nights, but the old droids keep on 
marching on relentlessly whether 
it’s dark or light. With no moon 
to light his way the best thing 
Sidney, who has landed at night, 
can do is to hide in a safe corner 
until dawn — unless he can find a 
lamp. 

Moving about the maze, Sidney 
discovers that some of the path¬ 
ways are blocked by barriers and 


easily removed if he can find disks 
to feed them with. If he can find 
a flag and raise it on a flagpole, 
other barriers will disappear. But 
a few stubborn barriers require a 
little more work. These are 
operated by a ticket and tickets 
cost money. If Sidney is to find his 
radio he has to pick up coins 
spread around the planet, locate a 
ticket machine and then feed the 
ticket into the barrier. With a lamp 
this is hazardous — Sidney needs 
to constantly cross the droids’ 
path, without a lamp it is almost 
impossible. 

As 3D mazes go, this is a fairly 
run of the mill romp through a hi- 
tech landscape. Its one saving grace 
is the day and night scenario, the 
screen colours gradually change as 
the pitch black nights fall. Add to 
this the budget price and you have 
a game which will entertain for 
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hours on end assuming you 
mazes. If you don’t own a maze 
game and would like to then this 
is a budget bargain. 

The map is large and time is 
wasted trying to find a place to 
hide when the screen is shrouded 
in the total blackness of night, so 
finding the lamp is your first 
priority. But each time you play 
everything remains in the same 
place so mapping will eventually 
reveal the secret of the missing 
radio. Good hunting. ED 
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Impact 70% 

4 Originality 45% 

j Gameplay 70% 

*X- Factor 60% 

'OVERALL 61% 



£2.99 5 

Now this is a gem. Fast-moving, 
colourful, lots of action and detail, 
and compulsive! Programmed by 
newcomer Andrew Ford, the 
game involves a small war drone 
lost within a giant computer (lots 
of switchable screens) — the aim: 
escape and, if possible, blow up the 
computer. Easier said than done. 

Every screen comes with a 
wide selection of nasties who can 
be shot but seem to instantly 
regenerate. Also around are 
various computer parts that can be 
shot for bonus points, as well as 
a number of direction keys which 
allow you to enter different parts 
of the complex. 

Demanding either a map or a 
good memory, the game involves 
a search through all the rooms 
whilst avoiding the nasties which 
move very quickly and can soon 
use up all your energy and 
ammunition. 

Overall the game is a winner. 

The infinite energy poke mer¬ 
chants will have to really get to 
work in order to give anyone 
normal a chance of finishing the 
game, but even when you die 
quickly you find you have a com¬ 
pulsive urge to try again. 

Large objects, lots of detail, 
fast-moving — what more could 
you want? At full price I would still 
recommend this, at budget price 
it’s a steal. One of the ‘sleeper’ 
games the intelligent gamer will 
play over a long period — there is 
a lot to return to. Well done 
Bug-Byte! 
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Title: Bar Billiards 

Computer: BBC/Electron 

Supplier: Blue Ribbon 

Price: £2.99 




This game is a bit unusual. We’ve 
had snooker and billiards but this 
is the first bar billiards game I can 
recall. For those who don’t spend 
their lives in pubs, bar billiards is an 
unfuriatingly difficult game with 


small skittles/pegs on the table as 
well as a selection of potting holes. 
Balls must be potted, skittles must 
not be knocked over. Difficult, eh! 

The game does not do anything 
spectacular as far as the control of 


speed and direction are concerned. 
It is fairly standard stuff, but the 
presentation of the table is neat 
and clean. One or two player 
option and a simple on-screen 
display are nice touches too. 

However, at the end of the day, 
how you respond to this game will 
depend on personal taste. For 
what it is, the game performs well, 
but how many people want a 
standard bar billiards game is 
another matter. Much as I enjoyed 
playing around with it, I don’t think 


this is a game I would return to 
very often. 
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Title: How to be a WeroyX 

Xt Computer: Spectrum X/? 

Supplier: Mastertronic 

yt Price: £2.99 
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S o you think you’re a hero? 
Well, I’ve news for you, just 
because you’ve saved the earth 
countless times doesn’t mean 
you’re a real hero. For those who 
dispute this here’s three challenges 
to test how much bottle you’ve 
got — each game features an easy 
way out for bottlers. 


The three games are actually 
Gauntlet/Strom style games in 
which you must explore rooms 
packed full of nasties, find 24 
pieces of whatever you’re looking 
for, collect other treasures and 
supplies to keep you going, or you 
can head straight for the exit. 

In the first game you 
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Computer: Amstrad 
"■"■V Supplier: Mastertronic 

Wi Price: £1.99 
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C ameras. Action. Roll ’em! It’s 
movie madness on and off the 
set and it stars you, as Buster 
Baloney, in a budget musical pro¬ 
duction. 

Well, that’s what the inlay card 
says. What the actual game is all 
about is another matter. 

It is set in a 1920s movie studio. 
You play Buster who is in search 
for five ‘Oscars’ hidden around the 
studio. Ghosts and security guards 
try to stop him, while his only 
weapons are custard pies! 

The game is a room-to-room 
indoor maze chase with each room 
scrolling by and with one or more 
enemy mobiles in each. Flinging a 
pie at an enemy will distract it — 
well it would anyone! Every room 
has an exit of some sort, usually 
one which leads to the street. 
Outside the studio a Keystone 
Cops style chase is in continual 
progress. Out here you make your 
way to a custard pie dispenser to 
get more ammo. 
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discovered an ancient Egyptian 
tomb and shut yourself in! To get 
out you have to dind keys to match 
seven different types of doors, 
ward off the nasties that swarm 
around you and fight your way to 
the exit. If you want to try for real 
hero status you also have to collect 
the 24 pieces of an ancient tablet 
for the museum you work for. 

In game two you are in a space 
station collecting door passes and 
24 pieces of a circuit board and 
parts of an important document. 
In game three you’re an army 
officer exploring a mutant city 
after the holocaust. 

During all three your energy is 


displayed by two pineapples that 
are eaten away as you’re attacked 
by the nasties and restored when 
you find food! 

Three Gauntlet/Storm games 
for the price of one budget game, 
can’t be bad, eh! 

T.H. 
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In this outside sequence you 
have to dodge through moving 
barriers in a ‘Frogger’ like manner, 
while inside the game is completely 
different. More than half the 
screen is taken up with functionless 
decorative graphics and the small 
area that is left has graphics that 
are so big there is little room for 
anything else. 

The idea behind this game is 
good but this is not a very good 
game and a budget price justifies 
little these days. It seems even 
Mastertronic can come up lemons 
occasionally. MR 




Title: Brainache 

Computer: Spectrum 
Supplier: Code Masters 

Price: £1.99 
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75% 
40% 
30% ! 
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Y ou’ve done it again. You’ve 
left all your mining equipment 
in the Stella mines on Nesbit. 
No wonder the rest of the crew 
of Rotar I are laughing at you and 
1 calling you brainache. This time, 
however, you’re determined to 
show them and not only collect 
your equipment but also delve 
deeper into the ancient mineshafts 
and find the fabled Anatese 
diamond. 

But this isn’t going to be very 
easy as the mine is packed with 
miner-eating plants, nasty animals 
and insects and traps to capture 
the unwary gamer such as a wagon 
that runs down the mine track and 
threatens to crush you. 

The action takes place against 
some of the best platform game 
scenery yet seen on a Spectrum 
game. The spaceship lands in 
amongst rolling mountains, 
stalactites hang down th erooves 
of the mine shaft and winding paths 
and giant spiders webs are also 
scattered liberally around the 
caverns. 


Unfortunately, there is a price 
to be paid — our hero is only one 
character high, a mere smudge 
against this impressive background. 
And, as soon as you move him, you 
realise he is restricted to certain 
paths. This cramps the gameplay as 
he moves around a jerkily scrolling 
screen. 

The game itself involves 
problem solving and the collection 
of objects. A standard platform 
game which shouldn’t disappoint 
it’s players. Definitely another fun 
but professional program from 
Code Masters. 

T.H. 
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R obin Hood and his merry men 
have faced danger before but 
never anything as evil or 
powerful as the Cult of Sagalia. 

As Robin fights a valiant battle 
you, Friar Tuck, attempt to find a 
solution to the game by solving a 
series of riddles found on the slain 
body of the Bishop of Derby. Solve 
the riddle and you may be able to 
solve the game. 

The riddle is printed in the inlay 
card and concerns parchments, 
werewolves’ fangs and a silver 
cross. You must use these to help 
you complete a number of quests 
to rid the forest of this evil. 

The forest is represented by a 
series of screens populated by 
sword-wavjng skeletons, rock¬ 
throwing giants, flying bats and an 
intimidating collection of dragons, 
witches and elementals. 
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Title: The Curse of Sherwood zXy m 


Computer: Spectrum 
Supplier: Mastertronic 

Price: £1.99 



You progress from screen to-* 
screen as you defeat these various 
evil creatures. You find, hopefully, 
better weapons and objects useful 
in your quests along the way and, 
perhaps, even people who will help 
you — for a price. 

The screens look like 
something out of an eary Ultimate 
game but the best part of the 
game is the animation of the 
monsters, particularly the 
skeletons which crumble if they’re 
killed(?) 
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Just when you thought you’d 
forgotten all about platform games 
another one appears. The trouble 
is unless you can do something 
intelligent with the concept of a 
platform game (Frak! and Chuckie 
Egg stand out as excellent 
examples), there is very little 
technically you can do with it — 
throw in a few platforms, some 
nasties, a bit of treasure, a couple 
of bonus objects, some collapsing 
walkways, a lift and so on. Result: 
instant tedium for all but the most 
rabid platform freaks. 

Of course, some classic games 
have been put together — Manic 
Miner astounds, its simple screens 
are somehow deadly compulsive — 
but most others are boring, a 
dead-end. 

Condition Red is no better or 
no worse than many others there 
are multiple screens, 50 objects to 
collect, etc, etc. It’s quite nicely 
programmed, neat and playable 
too, but it reminds me of so many 
other platform games. What 
about a bit of originality pro¬ 
grammers. Please? 
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'/•'Title: Zulu War 

/ - 

.^-Computer: Spectrum 
Supplier: 




Price: 


CCS 

£8.95 


Leaving aside the fact this period of 
Empire building was hardly one of 
the more glorious parts of our 
history, this latest wargame from 
CCS is actually an interesting study 
in strategy and tactics. On the one 
side, there is the relatively small but 
highly trained British Army, 
equipped with the latest weapons. 

On the other, a much larger force 
of Zulu warriors, tactically inferior 
and armed only with spears. 

The game contains two scenarios, 
each with three different skill levels. 
Victory comes when you reduce the 
Zulu forces to a state where they 
represent no threat. There is no 
opportunity to take command of 
the Zulu forces. 

Controlling the game is simple. 
Each unit is selected in turn and can 
either move, stay put or fire. When 
you attack, you can fire in one of 
eight directions but only at targets 
not standing next to you. These are 
fought in hand to hand combat. 

Each unit is displayed as a certain 
sized formation — 2x2, 3x3 etc. This 
size decreases as the unit takes 
casualties. Each unit has strength, 
morale and efficiency values assigned 
to it. These are displayed in a 
window in the bottom right hand 
corner of the screen. 



Tactics are interesting, although 
the British units are relatively slow. 
Also, the infantry works best when 
it is firing from a distance — they 
are relatively poor at hand to hand 
combat. The cavalry, on the other 
hand, excel at both distance and 
close quarters fighting. In addition, 
the Lancers can charge at the 
enemy in an attempt to disrupt 
them. The Zulus are highly mobile 
and will indulge in close combat. 
The winning strategy seems to 
consist of keeping your forces 
together, pushing out initially and 
then hitting and falling back in the 
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World Games’ 


| Computer: Spectrum 
Supplier: US Gold 

Price: £8.95 


■■■■■■a 
SSSSSSSaaaasf iSiiiaaar 1 





The biggest surprise about this 
package is that Epyx — who wrote 
the original program for the C64 — 
has managed to come up with eight 
events not previously covered in 
Summer Games I and II and Winter 
Games. It has achieved this by 
choosing sports that are by and 
large popular in their country of 
origin. 

For anyone unfamiliar with the 
format, up to four players can 
choose to practise or compete in up 
to eight events. Medals are awarded 
for the best performances and a 
final ranking table given. 

The first sport, weightlifting, has 
been dominated by the Russians in 
recent years. Two types of lift are 
featured in the game — the snatch 
and clean, and jerk. A combination 
of good timing and psychology are 
needed here although they don’t 
help that much in the actual 
competition. The medals are 
awarded to the wrong people! The 


hope that the thin red line holds. It 
usually does. 

Despite being a fairly simple 
wargame, I found Zulu War highly 
addictive. The action is immediate 
and you don’t have to sit around 
waiting for the computer to make 
its moves. Highly recommended for 
newcomers to this type of game. 
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lower total weight wins the gold!!! 
Nice one, eh! 

Barrel jumping involves success¬ 
fully leaping over a chosen number 
of barrels (no real surprise here!) 

The tricky bit is that the event 
takes place on ice. Cliff diving 
requires you to hurl your body from 
a great height into a small pool, 
hopefully timing things so that the 
tide is in when you land. 

Slalom skiing is the hardest event 
of the eight. The course is both long 
and fast and the only way that I 
have managed to complete it so far 
is by deliberately missing the gates 
and incurring the relative penalty. 
Crashing disqualifies you and means 
no medal even if no-one else finishes 
the course. 

Log rolling is the ideal game for 
all Monty Python fans wishing to 
become lumberjacks. Dump your 
opponent in the water before he 
does the same to you. Bull riding 
requires you to stay seated for as 
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long a period as possible before 
gaining the obligatory two 
ventilation holes in the seat of your 
pants as the bull tosses you. 

The Highland Games is the 
setting for caber tossing although 
why the Scots have to plant their 
telegraph poles this way is beyond 
me. It is designed to sort out the 
men from the wee cow’rin tim’rous 
beasties. 

Japan is the final stop on your 
world sports tour. Two human 
blubber mountains known as Sumo 
wrestlers thunder their bodies 
round a ring as they attempt to 
push each other out of it. 

World Games is reasonably well 
presented but there were a few 
glitches that I found somewhat 
irksome. Perhaps it’s just that this 
type of game has had its day. There 
can’t be many events left that Epyx 
hasn’t covered — mud wrestling and 
elephant polo are the only ones that 
spring to mind. 
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[Title: The Amazing Shrinking; 

Man 

[Computer: Infogrammes 
! Supplier: Amstrad CPC 
I Price: £9.95 (cass); £14.95 disk 


Yet another Amstrad game from 
France. Also yet another arcade 
adventure. The French seem to be 
incapable of producing any other 
type of game of any real quality. 

The Amazing Shrinking Man is 
different to most adventure games 
as it comes in two parts and has 
a very flexible format. The plot 
concerns a luckless scientist who 
has drunk some of his own potion 
and shrunk. In part one of the 
game you have to rummage 
around in a rubbish bin to find the 
parts of the formula that make up 
the antidote. You also have to 
collect the various ingredients 
needed. 

As well as this you have to eat 
apple cores, to keep mind and 
body together, and avoid all the 
pitfalls of an average rubbish bin! 
And you have to get out of the bin 
to safety — this comes in part two. 

The game works on the shift 
principle where, as the character 
approaches one side of the screen 
it shifts onto the next screen. This 
technique is used to good effect 
and so it doesn’t look like you are 
moving from room to room. 

The graphics are quite 
colourful, using the Amstrad’s 
16-colour mode. However, the 
reduction in resolution that this 


entails has resulted in a lot of 
objects being indistinct. 

Also, as most of the objects are 
very large — to make the scien¬ 
tist look small — this makes the 
screen look rather cluttered. The 
slight perspective, which means the 
scientist can move behind the 
objects, can also make things 
somewhat confusing. 

In section two you have to put 
the formula onto a blackboard and 
make up the appropriate antidote 
whilst avoiding various insects. 

Like most French games of this 
type they are very good if you like 
them but extremely boring if you 
don’t. Also, similar English games 
are just as good and tend to be 
budget priced, reflecting the 
maturity of the two markets. 

A nicely put together game if 
confusing at times but not as good 
as Infrogrammes previous 
offerings. 

MR 
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Title: Express Raider 

Computer: C64 
Supplier: US Gold 

Price: £9.99 (cass); £14.99 (disk)G 


The talents of Billy the Kid and 
Frank Bruno are required to play 
this latest coin-op conversion from 
US Gold. 

It is set back in the days of the 
Wild West when men were men 
and fell nicely into two categories 

— goody and baddy. Guess which 
one you play? 

The action takes place either 
or on top of or alongside one of 
eight trains and the idea is simply 
to reach the engine. Do this and 
you are rewarded with two bags 
of gold for your efforts. 

All this involves you thumping 
your way past a collection of 
assorted desperados: the bar room 
brawl has been transferred to the 
top of the train. As you dispose of 
each baddy, your man automati¬ 
cally leaps to the next carriage, the 
speed of his leap being sufficient to 
blow out the fuse of a bomb 
placed between carriages! Your 
progress in a fight is easily gauged 
as a sliding bar shows your 
progress. Combat ends when the 
bar reaches either end. 

This first part of the game 
proved too easy for me at least. 
A few rapid presses of the fire 
button was usually enough to 
dispose of the enemy. But the 
posts long the track were a 
problem as these can do untold 
harm if one inadvertently attempts 
to headbutt one! 

The second part of the game 

— which involves even numbered 


trains — was a lot trickier. You find 
yourself riding a horse alongside 
the train trying to shoot half a 
dozen bandits before they shoot 
you. You can dodge left and right 
as well as use the old Injun trick 
of sliding down behind your horse 
to avoid the hail of bullets and 
bottles! There are bonuses to be 
won though — birds carrying sacks 
of gold or clerks hurling the same 
out of carriage windows. Aiming 
your gun, which comes with an 
infinite supply of ammo, involves 
moving your horse in and out of 
the screen and judging where your 
bullets are going. 

There are four different skill 
levels to choose from with this 
game plus a practice mode — you 
get over 30 lives instead of the 
usual five. Also, if you die, you can, 
if you choose, re-start the game 
where you left off rather than start 
again. Graphics and sound? I didn’t 
find either particularly impressive, 
neither was the game varied 
enough to sustain my interest. 
Definitely a game of limited appeal. 
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I f you think sailing is only for the 
yuppies on an uneven keel then 
think again. Activision has just 
released a gamer’s guide to sailing. 

The game has you taking part 
in an 18 nation competition. The 
aim is to climb the ladder of 
success — you begin at the bottom 
of the league table and by racing 
and beating the boats up to two 
places above you, you rise up the 
table and to glory. 

To win the championship you 
have to come up with an ace boat 
design and use skill and good timing 
to beat your opponent. 

The yacht design screen is 
joystick controlled. You can 
change your yacht’s overall length, 
waterline length, mast height and 
choose whether the hull is 
fibreglass, aluminium or wood. 
Then it’s onto the course for a 
week’s racing. 

During the actual race the 
screen display shows a 3D view of 
your view ahead — if you see your 
opponent you’ve got some work 
to do, and below that a wind 
direction compass, a radar map 
that plots your position. 

When you decide to raise and 
lower your giant sail, the spinaker 
that gives extra speed, is crucial 
and since the course is triangular 
(you must sail around three buoys) 
timing is also important. 

You still get some points even 
if you’re soundly beaten and at the 
end of the week you can alter your 
boat design to match the weather 
forecast for the next week and try 
again. 
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Title: 

[Computer: 

Supplier: 

Price: 


The Superior Collection, 
Volume I 
BBC 

Superior Software 
£9.95 (cass); £11.95 (disk);; 
£14.95 (compact disk) 


A new type of compilation, neatly 
served up by one of the best BBC 
games houses. It’s so simple that it’s 
a wonder that nobody else has 
thought of it — package seven 
games from your back catalogue 
with a new game that is, perhaps, 
not quite strong enough to stand 
alone. Instant value, instant hit. 

Superior, of course, do have a 
fairly impressive back catalogue to 
draw on, leaving aside the first 
couple of years worth of releases. 
They have chosen well for this first 
collection — beware, incidentally, of 
Volume 3 which is Electron only. 

Two recent smashes, the classic 
Repton, first in a seemingly endless 
series, and a very popular kung fu 
game. Karate Combat; five earlier 
and still very playable games, Star 
Striker, which is similar to the 
recent Mooncresta; Airlift and BMX 
on the Moon, which are fairly poor; 
Wallaby, an intriguing platform 
game, and Smash and Grab, a 
rather confusing platform game, all 
feature. 

Good value so far but there is 
also the extra attraction of the 
latest game by Gary Partis, 

Syncron, a vertically scrolling, fast 


moving shoot ’em up that was 
rejected by another software house 
due to the very fast gameplay. Fast? 
Well, I’ve been playing a pre-release 
version for about three months and 
it still zips past me unless I’m 
feeling very alert. 

The object of the game is, of 
course, to shoot the hell out of 
everything whilst trying to avoid 
certain fixed points on the complex 
landscape — buildings, enemy ships 
etc are all targets for your 
destructive powers. 

I found the game very playable 
but can see Superior’s point about 
its possible lack of appeal across a 
wide spectrum of games players. 
However, the collection and Syncron 
make for such package that I can’t 
imagine any of you not making 
plans to buy this volume and 
Volume 2 as well! 
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The Sup< 
Volume 2 
^Computer: BBC 
[Supplier: 

$ Price: 


, _ _____ 

The Superior Collection, ^ 
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Superior 
£9.95 (cas 
£14.95 (compact disk) 


£9.95 (cass); £11.95 (disk); A 
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Superior definitely don’t do things 
by half! The second of their new 
format compilations (seven re- 
releases plus one new title) is even 
stronger than the first! 

On the basis of these two 
compilations, the future looks very 
rosy indeed for those amongst you 
who want to fill those essential gaps 
in the collection. Where many other 
companies’ collections seem to pre¬ 
suppose a games playing public who 
haven’t bought any major hits at all 
(where have they been?), the 
Superior collections offer a nice 
mixture of smashes, also-rans and 
new titles that are worth seeking 
out for themselves. 

This collection includes two 
smashes: the Repton sequel; Repton 
2, of course, and the superb arcade 
conversion of Sinistar, Deathstar. 


I’m only surprised that they are not 
still selling strongly on their own. 

The earlier games are still very 
playable — Space Pilot, a simple but 
addictive aerial fight in five time 
periods; Missile Strike; Battle Tank; 
the classic Crazy Painter and the 
now superseded but still good car 
racing game, Overdrive. 

But again it is the new game that 
raises this collection above the norm 
— a maddeningly simple but com¬ 
pulsively addictive painter game, 

Kix, based on the arcade classic 
Quix. I’m certain I’ve seen another 
one of these but nevertheless, Alwin 
Adolf s version is excellent. The 
gameplay could hardly be more 
basic — divide a square with lines 
from the edge of the screen whilst 
avoiding sparklers inside the square, 
tracers moving around the lines or 
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illilil Title: Grand Prix Construction 


jjjjj: Computer: 
ill!: Supplier: 

*m»mm 

Price: 


BBC 

Superior Software 
£9.95 (cass); £11.95 (disk); liililliiiiil 
£14.95 (compact) 




There is a lot of welcome 
movement in the BBC games world 
with games that allow the player to 
redesign games to suit. Repton 3, 
The Big KO and so on have led the 
way and now Superior has released 
another designing game. These have 
been common on other machines 
for quite a while but not on the 
BBC. 


fuses which chase you if you show a 
moment’s hesitation. There are 
bonuses for splitting the screen with 
sparklers in different parts but their 
reasonably random movements 
make it a challenge just to try and 
capture territory — you move onto 
the next level after you capture 75% 
of the screen. 

Quite why it is so addictive I 
don’t know — the game is so 
simple, but I return to it again and 
again. The graphics are unexcep¬ 
tional, the scoring and hi-score table 
are simple and the whole game 
plays like something from about 
three years ago — you could almost 
imagine Acornsoft releasing before 
Elite. 

And yet, and yet — I’m hooked 
and I’m not too proud to admit it. 
Try the collection, wallow in 
nostalgia, relive classic moments of 
gaming history and try and fathom 
the appeal of Kix. You won’t be 
disappointed. DR 
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The game offers you two choices 
— you can either race a choice of 18 
Grand Prix circuits against either a 
friend or the computer on one of 
five skill levels or you can design 
your own circuit the way Scalextric 
allows you to. 

The actual racing is quite simple 
with controls only for left/right and 
speed/brake — not another Revs, 

I’m afraid! The display shows your 
opponent in the top half of the 
screen, yourself underneath and, at 
the bottom, two maps of the race 
course showing your positions on 
the circuit. It plays quite well but 
the computer is tough to beat, even 
on the easy level. 

However, the design element is 
another matter. A simple grab and 
place approach allows you to build 
up circuits from a series of track 
sections, including chicanes and 
hump back bridges. It is easy to 
operate and the resultant tracks can 
either be raced on straight away or 
saved for future use — certainly 
after five minutes or so the whole 
design process becomes easy and 
obvious. As a whole the package is 
excellent, although neither the 
racing game nor the designer are 
what we might choose to call state 
of the art. Together they make up a 
very appealing software release that 
is going to give a great many of you 
a great deal of pleasure. I’m just 
amazed that it has taken so long for 
Beeb owners to be supplied with 
such a standard type of game. DR 
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jTitle: Nether Earth; 

^Computer: Spectrum 
^Supplier: Argus Press 

iPrice: £8.95 


F ive eons ago the Insignians 
burst through the Earth’s 
mantle and are now trying to 
take over the world. You’re earth’s 
only hope. Your job is to build 
robots to combat the war 
machines the Insignians are building 
under the rock crust developing on 
the Earth’s surface. Your aim is to 
destroy the three alien bases and 
to save the world. 

You start the game with a single 
anti-grav craft. This can hover over 
the battle area, which is a narrow 
strip 16 miles wide and 512 miles 
long. The ship scrolls diagonally 
across the screen and shows the 
factories, rocks and chasms that 
now make up the Earth’s surface. 

By landing, on your own base 
you enter the construction screen, 
where you can build your battle 
robots by using the resources 
there at your disposal. Each robot 
has a chassis, which is either bipod, 
tracked or anti-grav (flying); 
cannon; missile; phasor or nuclear 
weapons and an optional 
electronic support module to 
guide weapons and improve their 
accuracy. 

Once you’ve built your army 
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Vo ' v: Computer: BBC 

''-v -'V'': Supplier: Electric Dreams 

Price: £8.95 
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As you can tell if you cast an eye 
over my scores, f really enjoyed 
this game. It marks the welcome 
return to the gaming world of the 
near legendary Orlando who, for 
those BBC gamers who’ve been 
living under stones, was responsible 
for those all-time classics 
Arcadians, Frak! and Zalaga. 

Generally held to be a technical 
wizard, Orlando has produced a 
classic shoot-em-up which incor¬ 
porates all the tricks and a few 
more. 

Leaving aside the legend of Fire- 
track — those inlay card back¬ 
ground stores bore me rigid — the 
game explores several worlds and 
requires you to shoot the hell out 
of everything in sight! A vertically 
scrolling screen — perfect scroll¬ 
ing incidentally, all over the screen 
— reveals the planets laid out 
before you, your ship at the 


bottom of the screen. As you 
progress up the screen, shooting 
planet-based objects for points, 
wave after wave of highly detailed 
alien planes swoop, swirl and 
descend down towards you. 

Patterns change, speeds 
change, nothing is certain. Well, 
okay, I’m exaggerating, some 
things are certain, but there is a fair 
amount of pattern learning to do 
and you’ll be amazed at the detail 
and range of objects on screen, 
and it will take you some time to 
take it all in. 

The secret is not to look at the 
screen but to feel it. Without 
getting mystical, the game does 
demand a certain Zen-like attitude 
to gaming: coaxing the ship into 
patterns of its own and looking 
ahead of what you are currently 
doing. It’s not hard. The game is 
generous enough to let you pro- 


you can send it out either under 
direct control, by landing your anti- 
grav craft on it, or issue orders to 
stay and defend, seek and destroy, 
or take a robot factory. These 
factories are strewn around the 
landscape and can be controlled by 
your robots, they hold valuable 
resources you can use. 

Soon you’re into the real battle 
of the robots. To win that war you 
will need to scout around regularly 
in your anti-grav craft, annexing as 
many factories as you can and also 
build the right robots for the right 
tasks. 

This is not a game you can play 
in an odd few minutes. It needs 
careful planning to win the day. 
Those prepared to learn the 
necessary might survive long 
enough to bomb the enemy bases 
and win the game. 
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gress quite far and, nice touch this, 
you can re-try a level with your 
score intact if your previous 
attempt was not good enough. 

None of this is really import¬ 
ant, however. What counts is the 
fact that it’s compulsive and very 
playable. The attention to detail is 
staggering — not just the finely 
detailed planet surfaces but also 
little things like an automatically 
firing plane. 

I think this game wilt become 
an instant classic. The gameplay is 
just right — there are static 
objects to be destroyed, movable 
objects to shoot or avoid, as they 
move over the screen, and the final 
part of each level involves a bonus 
shoot-out. 

Orlando, of course, is an 
enigma. Hiding behind a pseudo¬ 
nym _ not for any suspicious 
reason, but just because “pro¬ 
gramming isn’t all I do’’ — here is 
a young man who has coaxed the 
BBC into entering new areas. His 
previous games have all met with 
acclaim and Firetrack has been in 
development for 18 months or so. 
What has caused the delay? 

Firstly, there were university 
exams, and secondly, time wasted 


trying to convince Atarisoft that 
Orlando’s Aardvark software 
house should release Delos D, 
Harriman’s exceptional micro con¬ 
version of the arcade classic Joust, 
since released independently after 
negotiations collapsed. 

What of the future? Orlando 
mentions completing some un¬ 
finished games, starting new ones 
using a few little techniques he’s 
worked out since Firetrack and a 
BBC book. 

I for one am pleased to see him 
back. This new game shows the 
scoffers just what a good games 
machine the BBC can be when 
programmed by an expert. 

Gamer readers interested in 
Orlando, what he’s been up to, his 
credits, his unfinished games and 
much more besides might like to 
track down a copy of our com¬ 
panion magazine, A&B Computing, 
in which all is revealed this month. 
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^Title: Legions of Death! 

Computer: Spectrum 
^Supplier: Lothlorien 

H^Price: £8.95 H§ 




Title: Greyfell 

Computer: Spectrum 
Supplier: Starlight 

Price: £8.95 


I n 264 BC the Roman Senate 
decided that the only way to 
defeat neighbouring Carthage 
was to build up its navy. The battle 
for naval supremacy then began 
and this is the subject of this icon 
driven wargame. 

You play Carthage, either 
against the computer or a human 
Roman opponent. 

Each player begins the game 
with a pile of gold, money which 
can be used to build up a fleet of 
ships from four basic designs. You 
then add marines, sails and a slave 
or expert crew and maybe even a 
tower for your archers. 

Once you have your fleet you 
must settle upon the conditions of 
the game by deciding how much 
gold each layer must collect, how 
many ships they must sink and 
ports they must take to win the 
game. You can make the game 
anything from a brief skirmish to 
a long campaign. 

Using an incredible number of 
icons you plot the course and 
speed of each ship in turn and then 
activate them with the GO 
command. Sailing into a port 
(Roman or neutral) wins you a 
share of some plunder, you can 
then return to Carthage and use 
the money to add to your fleet. 

Eventually the two fleets meet 
in combat. You can inflict damage 
to enemy ship in three different 
ways: as you close in your archers 
can cut down the opposing crew; 
you can ram the ship and damage 
the hull and finally, you can take 
the ship with your marines. As 
with other wargames, the more 
you outnumber and/or 
outmanoeuvre your opponent the 
better your chances of success. 


This is an interesting wargame 
based on a fascinating period of 
history. My only reservation is the 
icons — there are just too many 
of them. 
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; Impact 65^ ^ 

: Originality $5% ^ 

* Gameplay 44% \ 

;X-Factor 55% * 

OVERALL 55%; 


^ I orman’s a cat. A very special 
I^Jcat. A cat with mission. His 
I ^ friend, the great wizard 
Hitormis, has told him about the 
Orb of Life which can release the 
land of Greyfell from the grip of 
the evil Mauron. Your job is to help 
Norman do this. 

Greyfell has obviously been 
inspired by games like Knight Lore 
and Fairlight and consists of 3D 
rooms packed full of Mauron’s 
minions and cat-eating plants. 
Underneath the 3D display there 
are a series of icons which allow 
Norman to pick up and drop 
objects, select magical weapons 
(Norman’s a talented cat) and save 
a particular game should Norman 
lose his nine lives. 

Most of the creatures Norman 
meets are out to kill him although 
there are a few helpful ones. 


Unfortunately, these good guys 
speak in coded speech bubbles (as 
in Movie) and you can only 
decipher their speech if you find 
the object they're looking for. Do 
this and you might get an 
important clue, or perhaps a useful 
object, to help you into your 
quest. 

This game’s a must for all 
arcade adventurers, although, be 
warned, the icons can be difficult 
to use when the pressure is on. 
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SCORELINE is a guide to the 
entertainment value of the games we 
review. _ , 


\S\J \s v v v/ V 

3000000 


ORIGINALITY is rare these days ^ 
but even an old idea can be given 
new twist. & 


GAMEPLAY 


is a measure of the 
ease with which a game can be 
played. Stupid ideas and lousy control 
systems will be penalised. 


X-FACTOR gives the reviewer the 
chance to express an aversion to 
sickly coloured cassettes, permits a 
hangover allowance and provides an 
adjustment for programs that are in 
bad taste. jz 


BANE OF THE MONTH is not 

always a duffer but it’s certainly the 
kind of game which makes you reach 
for a crucifix to hold it at bay! 



SUPERB 24**16' FINE ART PRINT OFFER SEE PACK FOR DETAILS. 




Only the honourable mill 
Survive the bloody conflict of 


In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors set 
themselves apart to dedicate their lives to a perfection in combat that in itself was an artform, to a discipline of 
mind that became a religion. The attaining of such excellence required an extraordinary diligence in selfdenial 
and training in order to achieve the ultimate accolade War Lord’. Kendo, Karate and finally Samurai are the 
tests that must be mastered before such honour can be bestowed. 


Gremlin Graphics Software Ltd 
Alpha House, 10 Carver Street, Sheffield 
Tel: 0742 753423 


Amstrad £9.99 tape, £14.99 disk 
CBM64/128 £9.99 tape, £14.99 disk 
Spectrum £7.99 tape 
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|O^Title: Sigma 7 0 

Computer: Durell 0 

P( Supplier: Amstrad ^ 

P( Price: £7.95 (cass); £9.95 (disk) £ 

Oo-oro-o-orozo-^o-Wc^ 


THE F.rt. CUP FINAL 


TAD I IIM 


Title: FA Cup ’87 

Compute^: Amstrad 
Supplier:J| Virgin Games 
Price: JL£7.95 


TIME: 90 (JO 


Now that the shoot-em-up phase Repeat for several le 
of games production seems to be you have finished the 
coming to a close, it is good to see However, if you have pa 
some of the games finding their due to boredom then I 1 
way onto the Amstrad — even if blame you, this is a truly 
they are as bad as Sigma 7. jgg| game. 

Sigma 7 is a three stage game 
with stage one being similar to the 
deep space section of Zaxxon but 
without the refinement of the 
latter. Stage two has you, as an 
armoured car, making your way 
around a maze avoiding the nasties 
and munching up the dots — Pac- 
Man revisited? However, the maze 
is at an angle and shifts (not scrolls) 
up and down the screen — a la 
Zaxxon again. 

As you clear the maze certain 
areas reveal patterns of dots that 
cannot be cleared. These should 
be noted for section three. In this 
last section you are presented with 
a grid of squares that constantly 
change colour. Usefe>ur ‘wander¬ 
ing planet’ to manwthem when 
they change colour to yellow and 
they will chan^eolpMfe white. 

Do this so ^^^^fehey^^nic the 
jpattern set ijp two and you 

mave crackecPBP 


Based on. the original coin-op game 
from Taito, you play the part of 
agent Otto, trying to recover some 
secret papers. These are hidden 
somewhere within a multi-storey 
building and you must find them all 
before making your escape. 

The game starts with you being 
landed by helicopter on the roof of 
the building. The papers are hidden 


in rooms cunningly marked by 
flashing doors (some secret!) and 
you move between floors by waiting 
for and catching one of several 
elevators or, as we would call theiri, 
lifts. Henchmen patrol the various 
floors, shooting bullets at you, 
although these move so slowly you 
can leap over them if you don’t 
particularly feel like getting shot. 
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Well David, as you know, football 
is a game of two halves and I’ve got 
a strange feeling that this is the 
second half of something that was 
started last year. It’s called FA Cup 
’87 and, as you know David (Cole¬ 
man), the FA Cup stays much the 
same from one year to the next. 
Now if they had only called it the 
Full Members League Littlewoods 
Milk Freight Rover Vauxhall 
Conference Cup, they might have 
got away with it. 

Yes folks, it’s rip off time. 
Remember all the fuss when US 
Gold brought out World Cup 
Carnival which turned out to be 
the Artie game repackaged, well, 
Virgin Games is trying to pull the 
same trick. To all intents and 


the space bar. You do, however, 
get a commentary. Every so often 
you get told that both sides have 
got early nerves or whatever, but 
nothing about the fact that, say, 
one team has gone two up in ten 
minutes. Goals, it seems are not 
important. Play up, play up and play 
game. 

Well, all I can say David is I’m 
really looking forward to FA Cup 
’88 so that I can complete my hat- 
trick of own goals. If you lot do 
buy this game there will be an 
awful lot of not very well parrots 
next day. 
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A s far as the leisure software 
industry is concerned, the 
Atari ST is still very much in 
its infancy. Which is the 
reason — at least I hope it is 
the reason — why so few 
companies have gone out of 
their way to release original 
games for Tramiers ‘wonder 
machine’. 

Apart from anything else, 
the Atari ST has suffered from 
being overpriced, a malady that 
afflicts virtually every new 
computer these days. However, 
after a long wait. Atari has 
finally launched the S2D STFM, 
a single drive version of the 
original 520 ST that can be 
used with a TV, unlike the 
monitor dependent original. 

This latest addition to the 
ST family is also a lot cheaper 
than the original so should 
tempt buyers and software 
producers alike. But, until that 
time, we must make do with 
the vast number of conversions 
that at the moment make up 
the library of ST games 
programs. 

Most games, however, 
actually benefit by being 
converted for the ST since a 
lot of them originate on B-bit 
machines with relatively small 
memories. Alternate Reality: 

The City, for instance, a game 
which producer, Datasoft, 
immodestly calls, “the ultimate 
role-playing fantasy game”, has 
certainly come on leaps and 
bounds since we first saw it on 
the Commodore 64. 

Alternate Reality was 
launched with a blaze of 
publicity at the 1985 Personal 
Computer World Show. It is 
hardly surprising, therefore, that 
what eventually surfaced on the 
Commodore 64 was, for a lot 
of people, a major disappoint¬ 
ment. 

The conversion to the ST 
has been almost entirely 
unpublicised — Datasoft is 
obviously scared of making the 
which is 
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V Stephen Applebaum is STarry-eyed^ 

V about the latest Atari ST games V 
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Once upon a time there was a 
coin-op game called Bubbles, this 
new game is loosely based upon 
Bubbles, being similar in concept 
but employing a slightly different j 
method of graphical representa- 
tion. j|| 

The plot of the game concerns 
a bubble in a sink of water — this 
is you, you haw to escape by 
capturing other bubbles, these 
fcike you grow. Eventually you will 
5 jPbw big enough to float free. 

However, in the sink with you 
are various nasties who are out to 
get you. They include scrubbing 
brushes, shampoo and other bath¬ 
room .accessories. But, bonuses 
are a^i^Jed for picking uj|the 

section and your bubble is moved 
around by straight-forward|OyStt<||:. 
movements. The bubbles yfSi Have 
to collect float up from the bot- % 
tom of the sink whijg everything 
else either floats a fairly 

unthreatening mar^^Rxcept for $ 
th^ scrubbing brush and soap 
wh^fh are plunged in from above. T \ 
fils game is incredibly simple 
and Mber boring. The levelsjpt 
slig h^Bjr der as you go 
tha|'s aboyt it. There is nJpjpise 
and the graphics are 
blaiwand unimpressive. Don’t buy 
this girhe, even at budget price. 
There are far better ones around. 


Instead — it is infinitely 
playable. Don’t waste y< 
bn this. 


You can, of course, fight back, eithei| 
by using a gun or karate kicks, and; 
you get extra points for doing it in 
the dark — you can shoot out the 
tights to throw everything into 
temporary confusion. 

That’s about all there is to the 
game. Get all the plans and make 
your way to the basement where a 
car whisks you off to the next level. 
Gameplay and graphics are both 
uninspiring, you would do much , 
better to look out Mission Elevator, 
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panel containing seven 
constantly changing numbers 
representing Stamina, Charm, 
Strength, Intelligence, Wisdom, 
Skill and Wealth. As you pass 
through the door, the numbers 
freeze, endowing your character 
with different amounts of 
Stamina, Charm, Strength, etc. 


scene as you walk through the 
city’s various streets, which 
feature inns, pubs and 
armourers If- these provide 
sources of information and 
equipment. Entering any of 
them you can gain valuable 
experience points. A scrap with 
one of the city’s less savoury 
characters can also prove 
fruitful in the development of 
your character. 

Alternate Reality: The City, 
is just one in a whole series of 
role-playing programs planned 
by Datasoft. Characters created 
in The City can be used in the 
next instalment — when it 
appears! 

SbOW LED X OVER^S 
vXxvxxx'—-\N 

Sports simulations have come 
on thick and fast for the ST 
One of the latest is 10th 
Frame, a brilliant ten-pin 
bowling game from US Gold. 

Although it is not the first 
of its kind, 10th Frame is 
certainly the best because-it 
takes full advantage of the ST’s 
advanced graphics and sound 
capabilities, especially the latter. 

For instance, as the game is 
loading, a digitised band plays a 
raunchy opening number 
guaranteed to have you tapping 
your feet. And that is just the 
start. 

Bowling alley sounds have 
also been digitised and 
incorporated in the program 
making for a great atmosphere. 


This method of character 
creation is unique to Alternate 
Reality, usually you choose your 
character’s strengths and 
weaknesses; here it is a matter 
of chance. 

In play, the screen shows a 
beautifully delineated, three 
dimensional view depicting the 


Title: 

Computer 

Supplier: 

Price: 


Skyhawk 
BBC/Electron 
Bug Byte 
£2.99 




.SCORELINE ^ 

/Impact 20%^ 

1 1 Originality 35% s 

? i Gameplay 35% 

: > X-Factor 20% y 

,* OVERALL 27% } 
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“Perhaps we’ve been spoiled; perh^>s 
th4f$ have been too many games 
recently that seemed to stretch the; 
BBC. Perhaps. 

Skyhawk takes a step back in 
time to when games were Ampler, 
standards lower and expectations 
unfulfilled. This release does nothing 
for the reputation of Bug Byte or, 
to be fair, Margaret Stanger, whose 
knowledge of the machine is much 
greater that this game suggests. 

Th^gassette pack says Skyhawk 
is “tra|gif£imat$rjhfmg machine”; 
well, perhaps in some totally 
alternative i^|^^^;where ultimate 
flying machinesIf^^^poor graphics, 
no instj^gentatici^\apart from 
.simple:^f^r, weal^^pidling and fly 
?|n a virtually featureless landscape. 


same mistake twice 
a pity as the ST version really is 
worth shouting about. 

For those who did not catch 
Alternate Reality the first time 
around, it is in the same vein as 
The Bard’s Tale and Wizardry. 
That is, it is a role playing game 
in which the player takes on the 
persona of a character fighting 
for survival in a weird world, in 
this case The City, which is 


the invading enemy planes and 
make careful landings on 
untjiamaged landing pads to renlil; 
the reality is rather different. 

The plane cannot fly fast enough 
to catch the enemy planes — which 
enter the screen at random heights 
so no pre-plamting is possible, and 
landing at any^teiding pad is also 
impossible. 

The verdict? A disappointment, 
even for a budget game. : - : XX\ 


inhabited by all sorts of 
benevolent and malevolent 
creatures. 

Alternate Reality’s action 
takes place in The City of 
Xebec. You are not there by 
choice — you have been 
kidnapped by the crew of an 
alien space-craft. When the 
adventure begins, you are in the 
ship’s airlock; in front of you is 
a door leading out onto The 
City and above the door is a 
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The sounds include the ball 
rolling along the alley; the pins 
being scattered; the machinery 
picking up the pins and even a 
crowd that claps and cheers. 

10th Frames graphics are 
every bit as good as the sound. 
The screen shows a true 
perspective view of a bowling 
alley. In the foreground stands 
the bowler, who can be moved 
from left to right, in front of 
him is a small marker, used to 
indicate in which direction the 
ball will roll when it is bowled. 
This, too, can be moved from 
left to right. On the right-hand 
side of the screen is a 
speed/hook indicator. This 
allows you to say how fast the 
bowler should throw the ball 
and how much hook he should 
give it. Hook is another word 
for spin: the greater the hook, 
the more the ball will curve to 
the left. 

The bowling sequence is 
very well animated. The 
bowler’s action is both smooth 
and realistic, right down to the 
play of the light on his trousers 
as he runs forward to bowl. 
When the ball smashes into the 
pins they topple in all direc¬ 
tions, just as you would expect; 
some even wobble a little 
before finally falling over and 
others spin on the polished 
surface. 

Above the playing area is the 
current player’s score sheet. 
Individual players’ score sheets 
are updated after every shot. 

At the end of a round all the 
competing players’ scores are 
displayed on a screen-sized 
score card which can be output 
to a printer at the end of the 
game. 

I Oth Frame is comparable in 
quality to Epyx’s games series 
and no true sports simulation 
fan should be without it. 
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Still with sports, US Gold has 
recently released the ST version 
of Leader Board, the popular 
golf simulation, which, incident¬ 
ally, also hails from Access, the 
Stateside software house that 
produced I Oth Frame. Leader 
Board is similar to I Oth Frame 
in that it, too, gives you the 
feeling of actually competing in 
the sport it simulates. 

The games display features 
the by now familiar three 
dimensional golfer’s eye view 
along the fairway. Since Leader 
Board first appeared, this kind 
of image has been taken up by 
many other programmers 
writing similar games. 

In the foreground of the 
picture is the golfer ~~ very 
10th Frame. In fact, the 
controls for hitting the ball are 
exactly the same as in I Oth 


36 


Frame; right down to the 
power/snap (speed/hook) 
indicator. I suppose this is hardly 
surprising though as both games 
come from the same stable. 

just as in I Oth Frame, the 
animation in Leader Board is 
astonishing. When the golfer 
strikes the ball, you can watch 
it soar off into the distance and 
after the bail has landed, the 
screen re-draws to show the 
view from the new position. 
Golf games often fail because 
the computer takes too long to 
draw the new scene but this is 
not the case with the ST, 
where the game continues with 
hardly a break in the action. 

Leader Board comes 
completes with four different 
courses of increasing difficulty. 
Each of these can be played at 
either novice, amateur or 
professional level, depending on 
your ability. These differ 
inasmuch as when a shot is 
taken at novice level, for 
instance, it does not hook or 
slice nor is it affected by the 
wind. All three of these factors, 
however, come into play at 
professional level. 

Apart from its sound, 

Leader Board is every bit as 
good as I Oth Frame and comes 
highly recommended to 
armchair sportsmen and, of 
course, sportswomen. 
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Gremlin Graphics can always be 
counted on for good arcade 
games. Its latest, Typhoon, is a 
fast and furious zap ’em of the 
highest order. It features, as do 
many of its kind, a space ship 
which you must guide up the 
screen, shooting aliens coming 
from the other direction. 

The game is divided into 
different zones, each one of 
which features a new wave of 
aliens and a different 
background. It is these brilliantly 
drawn backgrounds that set 
Typhoon apart from others of 
its ilk. Some feature the rock 
surfaces of strange planets, 
while another represent the 
green tops of countless trees. 
The most impressive back¬ 
ground, though, is one com¬ 
posed of giant meteorites which 
gently float through space. 

As you fly between zones, 
you attempt to catch either an 
E or a X. Capturing an E gains 
you one of three special guns 
while grabbing an X wins you 
an extra ship. 

Typhoon, although not 
unique, features everything an 
arcade fan could possibly want. 

It is fast, well animated, has 
excellent sound and is easy to 
play. 

If you want some ST fun 
you could do worse than try 
Typhoon or most of the other 
games mentioned. 



CONSTRUCTION SET 




Epyx’s Super Cycle is another 
conversion but, it differs very 
little from the Commodore 64 
original. This is not a criticism, 
however, merely an observation. 

Super Cycle, for those who 
have not played it or read 
about it, is a kind of Pole 
Position on two wheels. The 
idea is simply to guide a 
motorcycle around a series of 
obstacle courses within set time 
limit. 

During each race, computer 
controlled motorcyclists try to 
bump you- bike off the road — 
throwing your rider into a high¬ 
speed prattfall. And it is not 
only other riders that threaten 
you. Some of the later tracks 
are strewn with rocks, patches 


of snow, oil and even the odd 
roadworks, all of which will 
throw your biker if he collides 
with them. 

A lot of work has gone into 
Super Cycle’s graphics, 
especially the scrolling 
backgrounds — one features an 
almost perfect representation 
of Mount Rushmore. But the 
pretty graphics cannot make up 
for the game’s overall lack of 
excitement. 

If you are tossing up 
whether to buy Pole Position 
or Super Cycle, I would advise 
you to opt for the former as 
you will probably be disap¬ 
pointed by this uncharacteristic¬ 
ally half-hearted effort from 
Epyx. 
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Drive into a New Dimension 
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Grand Prix Construction Set is a motor-racing game with a difference: 
it allows you to design your own race circuits — using straights, fast bends, 
sharp bends, chicanes and hump back bridges. Or you can select one 
of the many pre-defined race tracks, which include most of the world’s 
famous Grand Prix venues. Then race against another player, or against 
the computer — there are 5 skill levels to choose from. 




Features of the Game 

• Easy-to-Use, Icon-Driven Circuit Designer • 1-Player and 2-Player Options 

• Save and Load your own Track Designs • Spectacular Split-Screen View of the Race 

• 18 Pre-Defined Grand Prix Race Circuits • Dramatic Skids and Crashes 
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Grand Prix Construction Set is compatible with the BBC B B+ and Master Series computers. 





ACORNS4FT 


Please make 
all cheques 
payable to 
‘Superior 
Software Ltd”. 


Dept. G3, Regent House, Skinner Lane, Leeds LS71AX. Telephone: 0532 459453. 


OUR GUARANTEE 

• All mail orders are despatched 
within 24 hours by first-class post. 

• Postage and packing is free 

• Faulty cassettes and discs will be 

24 HOUR TELEPHONE replaced immediately. 

ANSWERING SERVICE FOR ORDERS 




























































Robot Hane 
RIZZO 

Robot Type 
RAT 


Robot Narse 
ANNEKA 

Robot Type 
FLYBYS 


Robot Nane 
ANNEKA 

Robot Type 
FLYEYE 


Robot Nane 
IGOR 

ter Build ir>9 


in the city in packs of four. They \ «—' 

may or may not attack you straight V 

away, but definitely will if you fire £ |^| I mF 

at them. Once in a fight you’d JFMJHBJ! 

better make every shot count as t mlf/ 

they can soon rip through Rizzo's m \Mf I *// 

meagre armour plating. Guards m 4 \ // 

you can fight, and may even defeat, M \ B ’ // 

but the ultimate threat are the % ''wW/ 

her for long enough, while avoiding Grundons whose tank-like qualities 

contact with the guards that patrol mean you have a slim chance of yRy 

the city in formidable numbers, getting away from them. However, V/ 

then you’ll get your chance to you’d better run anyway otherwise 

paralyse, log on and then recruit you’ll be gunned down by their ion 

her. You now have a flying spy who cannons. Don’t even think about 

can help you map out the city from fighting them as you won’t live long 

a height and track down other enough to get a fraction of the hits 

recruits for Rizzo to convert. in you’ll need to destroy just one. accompanies the game, along with 
As the game proceeds you may You can’t convert them either. a map of pre-holocaust Cholo. 
get the chance to recruit Gort the One of the hardest places to Cholo isn’t cheap but it is good 
Leadcoat, heavily armed, no frills breach is a bridge that splits Cholo value for money and, along with 

battle robot; Dr John the into east and west and is guarded Druid and Sentinel, forms a hat- 

AutoDoc, a repair robot who can by a quartet of trigger happy trick of hits for Firebird, 
speed up robots’ natural recovery; guards. It’s probably best to scout 
Ridley the Vidbot Queen and Avia out the area then attack with Gort 
who can provide you with ship and and Rizzo or, perhaps, use Avaia 
airplane transport. and Queen to bypass the trouble. 

The vector graphic world of How you use the robots is up 
Cholo is packed with buildings to to you and will decide your success 
explore — Igor the Hacker is best in a game that will keep you glued 
for indoor work — including a to your terminal for weeks. The 
power station, mine, robot game is very addictive. You actually 

factory, pirates’ cove, harbour, feel you are controlling the robots, 

golf course and an evil citadel The compulsiveness of the game 
which is the headquarters of the has a lot to do with a 43 page 
renegade robots. scene setting novella and 

You will find guards patrolling instruction booklet that 


L ~l -he surface of Cholo is 
desolate. The devastation is 
_ the result of nuclear war. The 
smouldering landscape is lifeless; no 
trees, no greenery, just robots. 
The robots are there to protect 
the people hiding from the fallout 
in underground bunkers. But are 
they doing more than that? 

Deep below the surface in the 
bunkers life goes on, just. The daily 
highlight is the report from 
topside. After a while, you’re 
down in the bunkers too, you 
become suspicious about these 
unchanging reports but carry on 
playing a popular computer game 
called RAT. The game involves 
guiding robots around a shattered 
city. A city similar to those on the 
surface. Then it dawns on you, 
you’re in contact with the surface! 

Quickly you realise what’s been 
happening. The robots and 
computers that were designed to 
protect the bunkers have turned 
renegade and are planning to trap 
humanity underground. Forever. 
It’s your job to find a way to stop 
the robot rebellion and break open 
the bunkers’ seal. 

The robot you have contacted 
is known as Rizzo the Rat and is 
a general purpose robot armed 
with an ion cannon. Once the 
game is loaded a vector graphic 
image of Rizzo, a rotating pyramid, 


Title: Cholo 
Computer: C64 
Supplier: Firebird 
Price: £9.95 


Although Rizzo can move and 
fire his cannon, he has little chance 
of completing the game alone so 
you must set about getting him 
some re-inforcements. Outside 
the computer centre is the first 
contender, a hacker robot. A few 
laser blasts stun the robot while 
you log onto it and, as long as you 
enter the right password — you 
get three attempts — he’s yours 
from then on. 

Your new recruit is, in fact, Igor 
the Hacker who, although 
unarmed, has a crucial role to play 
as he’s a computer expert. To 
prove his expertise he gets an 
extra program out of the Cyber 
I computer. Radarprg — the new 
program that plots everything in 
your immediate surroundings — 
can be copied into one of Rizzo’s 
RAM packs. He can now set off 
to find more recruits for you. 

The next contender is likely to 
be Anneke the Flying Eye, but 
since she can fly and you can’t she’s 
harder to track down. If you track 


SCORELINE 

Impact ‘ '85% 

Originality 90% 

Gameplay 90% 

X-Factor 90% 

OVERALL 89% 


fills the screen. Activating him 
reveals a room in the central 
computer building that now fills 
the vector graphic view screen 
that dominates the screen display. 
Below this are four empty RAM 
packs that are used to store vital 
programs and text files that you 
can get by logging onto various 
computers and robots. To the right 
of this is a compass radiation meter 
(radiation even damages robots), a 
damage indicator, a map of Cholo 
and a message area. 

By joystick movements you can 
move Rizzo around the complex, 
finding your way by spotting 
distinguishing objects such as 
overhead lights, doors and 
columns. Eventually, you find a 
Cyber I computer you can log 
onto. You can download a file 
calles PassITxt which on 
examination reveals a list of 12 
passwords that will become vital to 
your programs in the game. 





























































EMPIRE SOFTWARE DEPT CG5 

118a Palmers Road, New Southgate, London Nil 1SL 


RRP Our Price 


Special Offers 4 

Spectrum rrp 


Star Glider 

14.95 

10.50 

Artist II 

14.99 

10.50 

Fooballer of the Year 

7.95 

5.60 

Avenger 

9.95 

6.99 

Fire Lord 

8.95 

6.25 

Deep Strike 

9.95 

6.99 

Great Escape 

7.95 

5.50 

Jail Break 

7.95 

5.50 

Contact Sam Cruise 

7.95 

5.60 

Rouge Trooper 

9.99 

6.99 

Handball Maradona! 

6.95 

5.20 

City Slicker 

8.95 

6.25 

Double Take 

7.95 

5.50 

Yie Ar King Fu II 

7.95 

5.50 

Top Gun 

7.95 

5.50 

Stallone’s Cobra 

7.95 

5.50 

Scalextric 

9.95 

6.99 

Sky Runner 

9.95 

6.99 

Fair Light II 

9.95 

6.99 

Konami’s Golf 

7.95 

5.50 

Super Soccer 

7.95 

5.50 

Donkey Kong 

7.95 

5.50 

Terra Cresta 

7.95 

5.50 

Thanatos 

9.95 

6.99 

Academy 

8.95 

6.25 

Shao-lins Road 

7.95 

5.50 

Uridium 

8.95 

6.25 

Hypaball 

9.95 

6.99 

Bomb Jack II 

7.95 

5.75 

Space Harrier 

7.95 

5.75 

Academy 

9.95 

6.99 

Short Circuit 

7.95 

5.50 

Alien 

9.95 

7.20 

Hot Shots 



Mind Shadow 

Gyron 

Shadow Fire 

Fighting Warrior 

Coin Op’ Hits 

9.95 

3.99 


Yie Ar Kung Fu 
Mikie 


Green Beret 

Ping Pong 

Hyper Sports 

9.95 

6.99 

Sold a Million III 



Fighter Pilot 

Kung Fu Master 

Rambo 

Ghostbusters 

9.95 

6.99 

Durell Big 4 



Saboteur 

Critical Mass 

Turbo Esprit 

Combat Lynx 

9.95 

6.99 


Legend of Kage 

7.95 

Rebel Planets 

9.95 

Three Weeks in 


Paradise 128K 

9.95 

Stainless Steel 

9.95 

Battle of the Planets 

9.95 

Three Weeks in 


Paradise 48K 

9.95 

Cop Out 

8.95 

Superbowl 

9.95 

Tir Na Nog 

9.95 

Geoff Capes Strongman 

8.95 

Eddie Kidds Challenge 

8.95 

Brian Jacks Superstar 

8.95 

Zoids 

8.95 

Samantha Fox Poker 

8.95 

Pole Position 

7.95 

Defenda 

7.95 

Galaxions 

7.95 

Xcel 

7.95 

Moon Cresta 

7.95 

Ms Pacman 

7 95 

Lord of the Rings 

15.95 

Strange Loop 

7.95 

Cyberun 

8.95 

I.D. 

9.95 

Falcon Patrol II 

7.95 

Skyfox 

8.95 

Skyrunner 

9.95 

Ace 

9.95 

Commodore 64 

RRP 

Zoids (disk) 

12.95 

Miami Vice (disk) 

14.95 

Mission A.D. (disk) 

14.95 

Flightdeck (disk) 

14.95 

Lord of the Rings (disk) 

19.95 

Exploding Fist II 

14.95 

Lord of the Rings 

15.95 

Superbowl 

9.95 

Tir Na Nog 

9.95 

Trivial Pursuits 

14.95 

Skyrunner 

9.95 

Ace 

9.95 

Bombjack 

7.95 

MSX Cartridges 

RRP 

Zoids 

8.95 


Amstrad 

RRP 

Music System 

14.95 

BBC 

RRP 

Lord of the Rings 

15.95 

Computer Hits VI 

9.95 

Computer Hits VII 

9.95 

Match Day 

9.95 


Our Price 

Commodore 

2.99 

Uridium + Paradroid 

3.99 

Alley Kat 

Yie Ar Kung Fu II 

3.99 

Terra Cresta 

3.99 

The Sentinel 

3.99 

Great Escape 

Sigma 7 

3.50 

Rogue Trooper 

5.99 

Strike Force Cobra 

3.99 

Stallone’s Cobra 

3.99 

Fire Lord 

2.99 

Donkey Kong 

2.99 

Footballer of the Year 

2.99 

World Games 

2.99 

Jail Break 

2.99 

Sky Runner 

2.99 

Double Take 

2.99 

Tomahawk 

2.99 

Hand Ball maradona! 

2.99 

Marble Madness 

2.99 

Avenger 

2.99 

Legend of Kage 

7.99 

Top Gun 

2.99 

Super Soccer 

2.99 

3.99 

Z Zap Sizzlers 

2.99 

3.50 

6.50 

6.20 

Who Dares Wins II 

Drop Zone 

Wizards Lair 

Thing on a Spring 

Our Price 

Coin Op’s Hits 

3.99 

7.99 

Yie Ar Kung Fu 

7.99 

Mikie 

7.99 

Green Beret 

9.99 

7.99 

7.99 

3.99 

Ping Pong 

Hyper Sports 

Sold a Million III 

3.99 


9.99 

Fighter Pilot 

6.50 

Kung Fu Master 

6.20 

Rambo 

3.99 

Ghostbusters 

Our Price 

Durell Big 4 

2.99 

Saboteur 

Critical Mass 


Turbo Esprit 

Combat Lynx 

Our Price 

8.99 

Five Star 

Our Price 

Zoids 

7.99 

Equinox 

4.99 

Three Weeks in Paradise 

4.99 

Spindizzy 

4.99 

Scarabeus 


RRP Our Price 

8.95 6.25 

8.95 6.25 

8.95 6.25 

8.95 5.99 

9.95 6.99 

8.95 6.25 

9.95 6.99 

9.95 6.99 

9.95 6.99 

8.95 6.25 

8.95 6.25 

8.95 6.25 

9.95 6.99 

9.95 6.99 

8.95 6.25 

9.95 6.99 

8.95 6.99 

9.95 6.99 

6.95 5.20 

9.95 6.99 

9.95 6.99 

8.95 6.25 

8.95 6.25 

8.95 6.25 


9.95 6.50 


9.95 6.99 


9.95 6.99 


9.95 6.99 


9.95 6.50 


PLEASE SEND CHEQUES MADE PAYABLE IN STERLING 
FOR OVERSEAS ORDERS. 


r 


EMPIRE SOFTWARE ORDER FORM Please send me the following titles. Block capitals Please! 


Type of computer 


Title:— 

Amount 











Total Enclosed £ 



Name . 
Address 


Tel No. 


U 


Please make cheques or postal orders payable to: Empire Software 
Price include P&P within the U.K.: Overseas add 75p per tape. 
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©KILL 
X HOODS 




EIGHT" HOODS, guy mask. 
PRom louiE, WEAR IT 
AND GrO AND Ro8 NEWSBOYS. 
REMEMBER TO REMOVE MASK 
0F7rRWAR3>S. 

_MASK 


I ROB AND 

GrO TO 

CHICAGO 

@ H/RE GANG 


Yan D Rob \ 


r :aiX> AND 
AKE OVER 


INSIDE 

BARBERS 


OUTSIDE 

6«R8«S 


deviney’s 


C-UNSMITH 

8uy pistol 


Post 

OFFICE 

] 

nr* v . 

R ETuftMTO 
)£V|M£y'S 

Hint maa 

PAWN 

SHOP 


Goodtime 

CHARLIE'S 


WAREHWSt 


- 1 

1 


1 


~~T~ 






~i~ 


~r~ 


MAIN 

STREET 


START 


OUTSIDE 

GuNSftiTH 


OUTSIDE 

POST 

OFFICE 


dingy 

STREET 


OUTSIDE 

PAWN 

SHOP 


OUTSIDE 

CHARL/E'S 


WATER. 

FRONT 


FINISH 


the 

BANK. 


t 


Don’t 

ASK/ 


NO GO WITHOUT 
THE" MOB 


-the: 

square 


3) SEARCH CORPSE 
POR ID. 




P MEET 
GEORGE 


MEET 

So£ 





I Eu*c>Ry 

SUITE" 


BRIBE 


office 


(4) USE I D. 
DROP CASE 
AMD LEAVE 


BUGSY - 
CRL/ST BRIDES 


r AFTER 


RofiD 

Blows up 




CASINO 

— 

CASINO 

CORNERw 



1 

FOYER 


RlTZ. 

HOTEL 



l 

POLICE 


POLICE 

DESK 


STATT/ON 



I 

foyer 


PLn-z.fi 

hotel 



1 



E-OOP I 

ROAD 1 



I 

a-ue> 


FOUR 1 

DEUCES | 



1 

instunt 

iii 

METRO FOljd 
HOTEL | 

T>Ef\T H 




1 

INSIDE 


GAUMONTj 

C/NEMA 


cinema] 


UPSTAIRS 

CLUB 


START 

1 * 

1 

6AR 


FOYER. 

1 

~T~ 

OUTSIDE 


G-RflND 

Tie BAR 


HOTEL 


©Boy 
T SlCILlANO 

Q Buy 

CADILLAC 

^-> 


SALEROOM 


g-ym 


STR££T 


BI6- 


<fo>MOV£ iN 

FROM C-ftflMD 
HcTEi. 


alley 


BOOK 

SHOP 


(^) <S-£T c«s£ FROM 
OlP fthJD G-O 

STRAIGHT TD THE 

P£azn hotel 




GO IN ArO X> K ILL 
THE GANG. G£T 

Guns fronn 

CELLAR 

-7?) PRESS 


Button 


Our editor has got in on the act, rabitting 
on about gangsters. 


(yAR^(ri 


l|) HIRE overalls 


o 
































































































































































































































































































































OBSidVcTunJ 


vlfrTZK 

swmP 


Tic K eT 


do^oh 

RfV ^Aui: 


Event position (path cleared or bridge) 


EVENTS 


Each event occurs in turn and does not rely 
on which flag or flagpole is used, or which 
plant is watered. 


Event 


Number 

1 

2 

3 

4 

5 

6 

7 

8 

9 

10 
I I 
12 

13 

14 

15 

16 

17 

18 

19 

20 
21 


Location (X,Y) 

24.20 

32.15 
17,49 
42, 2 

35.16 
37,13 
35,41 

40.17 

45.21 
34,46 
45,10 

47.17 
49,12 

I, 6 
48,24 
46,32 
43,27 
41,34 
14, 4 
31,44 
28,43 


Although we don’t offer a telephone 
helpline you can send your problems to Kirk 
— or your own solutions for publication, to: 
Get Out Of That Rutter, Computer Gamer, 
I Golden Square, London WIR 3AB. 


SOS - 

MASTERTRONIC 

Night and day may cause you problems but 
our map will shed light on the matter. 

S Starting point 
□ Obstruction 

M Water 
4b Swamp 
9)6 Mine 


X Computer 
P Flagpole 
U Unwatered Plant 
Ticket Barrier 
Fence 

C Coin 
D Disk 
E Energy Pack 
L Life 
F Flag 

Robot pathway 

Mine Detector (xl7,yl7) 
Fence Cutter (x34,y3) 
Ticket Machine (x30,y23) 
Watering Can (x34,y32) 



















































































































































MOD 


SCORPION IS A MULTI-OPTION 
HIGH SPEED ARCADE ACTION GAME 
FEATURING VECTOR GRAPHICS. 


DECIDE IF THE APPROACHING TARGET 
BELONGS TO THE ENEMY OR IS ONE 
OF YOUR OWN FLEET. 


BUT DO NOT SPEND TOO LONG 
THINKING UNLESS YOU ARE 
PREPARED TO DIE. 


SPECTRUM AMSTRAD £8.95 



Argus Press 
Software Group 


Argus Press Software 
Victory House 
Leicester Place 
London WC2H 7NB 
Tel: 01439 0666 






























































I veryone is agreed. Commodore has done 
the right Jhing releasing a home version of 
the Amiga, potentially the most potent of 
I games machines. The price is £499 + VAT 
without display. A colour 
monitor at £349 + VAT 
pushes the true end user 
price beyond the £900 
mark. Much more cost 
effective will be the 
incorporation of a UHF 
adaptor for your television 
which will be available at 
‘nominal cost* by the time 
the A500 gets its first public 
outing at the spring 
Commodore show. 

I don’t want to put you 
off with the price, however, 
because the Amiga has 
rapidly collected a very 
impressive array of class 
software, and it's still ‘first 
generation', as they say in 
the industry. The A500 is a 
512K machine as standard 
so all the best games will 
run without problems. Nor 
will the single built-in disk 
drive prevent you playing 
any of the current games. 
Although blockbusters like 
Defender of the Crown 
come on two disks they are 
interchangeable during play. 
The software standard is 
Programmers have 
the speed with 
the processor trio: 
Blitter and Cooper 
co-processor move 
and bobs around the 
resolution screen in 16 
colours — from a 
choice of 4096! The ability 




to have more than one 
game running at once has 
baffled, then fascinated, 
many games players. Also 
different playfields or 
screens can overlay one 
another. This enables 
adventurers to pull-down a 
graphic like a blind to 
observe what is going on. 

The audio hardware is of 
arcade emporium quality. 
Both computer generated 
and ‘real’ digitised sound 
effects can be used within 
programs. The digitised 
sound of a Learjet jet 
engine in Sublogic’s Flight 


Simulator 2 and the referee 
calling "foul" in Electronic 
Arts’ One on One are two 
good examples. There’s also 
computer speech which has 
been utilised, though not 
yet to its full potential, in 
the Rainbird adventure 
releases, The Pawn and two 
Level 9 compilations. 

Because a mouse comes 
as standard with the Amiga 
family, many of the games 
make good use of its 
‘trackball’ qualities. Marble 
Madness, an original 
masterpiece which keeps 
the adrenalin flowing, is one such game. 




r 
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TOUCHLINE 


HOW DO I GET 
IT? 


Commodore (UK), 
Commodore House, The 
Switchback, Gardner Road, 
Maidenhead, Berks SL6 
7XA. 

Tel: (0628) 770088. 

Cavendish Commodore 
Centre/UK Amiga Users 
Group, 66 London Road, 
Leicester LE2 OQD. 

Tel: (0533) 550993. 

Mirrorsoft, Maxwell House, 
74 Worship Street, London 
EC2A 2EN. 

Tel: (01) 377 4600. 

Precision Software, 6 Park 
Terrace, Worcester Park, 
Surrey KT4 7JZ. 

Tel: (01) 330 7166. 

Rainbird Software, 74 New 
Oxford Street, London 
WCIA IPS. 

Tel: (01) 240 8838. 


First generation software 
naturally features a few 
more downmarket offerings 
and these are to be avoided 
on the Amiga. Fortunately, 
only the most accomplished 
programs seem to be 
getting tickets for a trip 
across the Atlantic. Also, 
conversions like Skyfox 
become new programs with 
Amiga power behind them 
and enough memory to 
have options menus the size 
of bus timetables, but new 
arcade games are 
conspicuous by their 
absence at the moment. 

The Pawn is the 
outstanding adventure with 
its superb pictures 
especially produced for the 
game. The Level 9 
compilations don’t use the 
Amiga to the full but they 
are cheaper and offer 
adventure fanatics good 
value. Adventures from the 
US include Hacker, Hacker 
2, Mindshadow, Borrowed 
Time and text versions of 
all the Infocom favourites. 

Sports simulations at the 
moment centre around golf 
with both the smoothly 
programmed and presented 
Leaderboard from US Gold, 
Mean 18 from Accolade — 
very comprehensive with a 
course designer and famous 
golf courses built-in — and 
Championship Golf from 
Activision (Stateside). 

There's also World Games 
from Epyx and the aptly 
named Arena. 

Chess fans will find that 
Chessmaster 2000 has 
already established a 
reputation. Mindscape has a 
geo-political strategy game 
of vast dimensions about to 
come out for those who 
like their games ‘for real’. 

Expect to pay upwards 
of £20 for all your Amiga 
software and often a good 
deal more. How can 
Commodore justify such 


prices? The packaging on 
games such as One on One, 
Arctic Fox and Archon is of 
the very highest standard 
yet seen for software but 
this is unlikely to last, so 
the A500 may be just what 
it takes to force prices 
downwards for a change. 

A new experience, so far 
unique to the Amiga, is 
Cinemaware. Inspired by 
the movie and video 
industry, rather than other 
games, Cinemaware is 
represented currently by 
Mindscape’s Defender of the 
Crown sold in the UK by 
Mirrorsoft. The pictures, 
the animation, the carefully 
researched and constructed 
scenarios, the dialogue, the 
combination of strategy and 
daring-do; all go to make 
for a long player of a game. 
There are also many 
technical points to admire, 


such as the digitised 
pictures of faces retouched 
by a computer artist and 
given a period look. 

The A500 is the first of a 
new generation of home 
computers and there are 
going to be some even 
more stunning and 
enjoyable games to play on 
it in the near future. You 
can admire the graphics, 
listen to the thundering of 
hooves in stereo and 
happily place the packaging 
on your Habitat shelf units! 
A worry is that, as the 
plots get longer and the 
products slicker, they will 
lose their bite. But this is 
actually unlikely since the 
Amiga is attracting all the 
best programmers. 


™mAw ARi Z 
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It's alright us giving you an 
exotic address and ZIP code 
for some Los Angeles 
neighbourhood but how do 
you get the software? 

1) Check the ads — English 
Commodore dealers are 
importing more and more 
software all the time . 

2) Try our contact addresses/ 
telephone numbers . 

3) Get in touch with 
Commodore UK who can 
supply you with a brochure 
full of goodies for your 
Amiga. 











































drives. Ac a minimum cost of £59v| 
only the richest of home users can® 
afford them s o I recommend the 
520 ST-FK;^ on price and: 
neatness. 

Although the ST can drive a 
domestif v) set^ I would also 
F advise upgrading to a colour 
monitor -- about £400. at the 
earliest opportunity to reap the full 
benefits which the delightful ST can 
provide. 

The screen display is the first 
thing which ppr^sses newcomers 
to the ST world. In 16 colour 
mode the screen resolution is 320 

! x 200 pixels but reducing the range 
to four colours doubles the hori¬ 
zontal definition to 640. The 
colours are selected from a palette 
of 512 different hues and the 
8MHz speed of the 68000 series 
I CPU enhances screen definition of 
if the flicker free graphics. 

The sound chip is similarly 
impressive, allowing high quality 
digitisation — used to great effect 
in Beyond s Startrek and Rain bird’s 
Starglider. 

All the ST models come with 
I28K cartridge port. RS 232C 
modem/serial port. MIDI and audio 
sockets, printer output, extra disk 
Sockets and the essential RGB and 
composite outputs for monitor 
connection. 

Much speculation surrounds 
the new US ST models which 
i incorporate ah" Amiga -1 ike blitter 
chip for rapid memory movement. 
But, with ah expected £1 000 price 
tag, only a few us^s will be attrac¬ 
ted over here and the Amiga will 
probably continue Lto rule the 
roost. These upmarket home 
users loyalties will probably be 
fought over when the next price 
war between CBM and Atari 
breaks out — Gamer’s news pages 
show that this war is hotting up. 

The affordability of the Atari 
has already generated interest 
amongst the British software com¬ 
panies and the number of games 
and utilities are increasing daily. 
Because 'df this, any catalogue of 
1 software can hardly be exhaustive 
% but the following impi^ive list 
| shows that th.c.range is bor h 


ACTIVISION 

23 Pond Street, Hampstead NW3 
2PN (tel: 01-431 1101) 

(List includes Infocom titles) 

Ballyhoo 

Baseball 

Basketball 

Borrowed Time 

Cut Throats 

Deadline 

Enduro Racer 

Football (American) 

Hacker II 

Hitch-hiker’s Guide to the 
Galaxy 

Hollywood Hijinx 

Infidel 

Last Ninja 

Leather Goddesses of Phobos 

Little Computer People 

Mind Forever Voyaging 

Mindshadow 

Moonmist 

Music Studio 

Paintworks 

Planetfall! 

Portal 

Quartet 

Seastalker 

Shanghai 

Sorceror 

Spellbreaker 

Starcross ■;;: 

Suspect 

Suspended 


BEYOND 

First Floor, 74 New Oxford 
Street, London WCIA IPS (tel: 
01-631 5168) 

Star Trek 

EIDERSOFT 

The Office, Hall Farm, North 
Ockendon, Upminster, Essgx 
RMI4 3QH (tel: 0708 852647) 
3D Chess 
Demo Disk! 

Fire Blaster 
Karate 

Mission Mouse 
Protector 
Space Station 
War Zone 


LLAMASOFT 

49 Mount Pleasant, Tadley, He 

(tel: 07356 4jm 

Colourspace 


RAINBIRD 

SOFTWARE 

First Floor, 74 New Oxford 
Street, London WCIA IPS (tel: 


Austell, Cornwai 
'726 68020) 


Animator 
Cards 
Electric P. 


TMfc Jiandits 
Trivia Challenge 

New Road, St Ives, Cambridge - MICROPROSE 
shire PEI7 4BC (cel: 0380 66433) PO Box 24, Cirencester, Gosport 
Red Alert (te , : 0453 886386) 

ENGLISH Slent Servce 

SOFTWARE MIRRORSOFT 

/ North Parade. Parsonage Gar- " 3xwe ". H ° US % r l 4 . 1 
den^Manchester M60 IBX (tel: L r °'lt on EC2A 2EN < tel: 

061-835 1358) ^ , r : 327 \ 5837 > c , 

Knight Games 3D Helicopter Simulator 

Q-Ball Art Director 

j/F Bermuda Project 

FTL Black Cauldron 

Cinemaware 
Fleet Street Editor 
Deja-Vu 
Film Director 
King’s Quest II 
Space Q«st 

Strike Force Harrier 

Ultima II 

NOVAGEN 

142 Alcestcr Road, Birmingt 
BI3 8HS (tel: 021-449 9516) 
Mercenary Compendium 

OCEAN 

6 Central Street, Manchester 
5NS (tel: 061-980 3488) 
Arkanoid 


Wishbringer 
Witness 
Zork Trilogy 


H Fahrenheit 451 
Forbidden Guest 


ANCO Sun 

35 West Hill, Dartford. Kent DAI ^ 
2EL (tel: 0322 93513) Gl 

Peggammon ^ ni 

Strip Poker , 


ean 18 

indwheel 

onkey Business 

urray and Me 

ine Princes in Amber 

aantasie 


ARIOLASOFT^^ phoon fpAl 

68 Long Acre, London WC2E 9JH H A BA 
(tel: 01-836 3411) Pier Road, North Feltham Indus- 

Degas trial Estate. Feltham, Middlesex 

Degas Elite TWI4 OTT (tel: 01-751 6451) 

Skyfox Flight Simulator 


Spiderman 
Sword of Kadash 
Transylvania 
Treasure Island 
Universe II 
Winnie the Pooh 
Wizard of Oz 


i The Atari ST is attracting a lot of 
; attention. What’s ail the fuss really! 
; about? 


For availability of all titles 
please contact the relevant 
company. 


PSION 

Psion House, Harcourt Street, 
London WIH IDT. For inform¬ 
ation contact: Louise Blakes- 


ondon VV7 (te^VI-499 


F or a home computer 
become a real contender 
these days it must fulfil a fe- 
basic requirements: it must 
have a price tag of less than 
£500, quality graphics and sound, 
lihd reasonable software support 
Now. the* tari ST satisfies all these 
i requirements so it is time to take 
a serious look at |t as a games 
1 machine 

jf Rari seems to lack.' the publt 
\ cidf to make people sit up and take 
notice but. despite this, the ST’s 
capabilities have caused enough 
interest in the US for a respectable 
user base to have developed. Over 
here the ST has been considered 
too and has attracted 

scant attention in the 18 months 
since its fir rival; 

In September last year rumours 
were rife of a forthcoming pftce 
cm. and software houses became 
more actively involved in program 
ming for the ST. But it wasn’t until 
February ’87 that the prices 
actually dropped. Now no-one ?an 
ignore the ST, the first successful 
68000-chip based home computer 
Atari itself has done fittfe to publi¬ 
cise either the new prices or range 
of machines so it is high time the 
ST scene was investigated 

At the bottom of the range is 
the basic ST. the 520 ST-M. 
Although its official price is 
£259.99 inc VAT. it can be bought 
for even less if you shop around 
For your money you get a 
handsome unit with integral key¬ 
board housing 512 Kbytes of RAM 
But unless you intend to wait for 
the promised cartridge software, 
the unit will not be much use 
without a disk drive, which adds 
another £149 for a 0.5 Mbyte 
unit, or £199 for a I Mbyte model, 
to the price. Cassette interfaces 
are a thing of the past so don't 
bank on gradual upgrading 

It doesn’t require a computer 
to calculate that the cheapest 
system will, therefore, cost around 
£400. so how does it compare to 
the 520 ST-FM. which comes wiclaj 
a built-in disk drive and free mousqR 
So that’s what FM^|udy.for. The 
answer is it does not compare well! 

all The ST-FM, with 0.5 Mbyte 
wve, costs £399. this includes a 
mouse whichjwould add an in¬ 
credible £25 to the price of the 
STM system. 

Then there are the I024K ST 
models with integral I Mb yte 
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NOSIS 

1st Flpo^ Port of Liverpool Build- 
ing. Pier Head, Liverpool L3 I BY 
(tel: 051-236 8818) 
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If you thought Leaderboard was 
the definitive golf game then 
you’re in for a big surprise. Leader- 
board and Leaderboard Tourna¬ 
ment were just practice games for 
joystick golfers to tune their skills 
up with before the ultimate chal¬ 
lenge — Leaderboard Executive. 

Executive is a very different ball 
game. There are more hazards to 
deal with and the incredibly 
devious courses make the original 
Leaderboard look pitch and putt! 

Once again, up to four players 
can bash their balls around four 
courses in 18, 36; 54 or 72 hole 
contests with the computer 
keeping the score. The screen 
display shows a 3D view of your 
shot ahead, even though you may 
not actually be able to see the 
hole. But, to make things easier, 
the screen also displays the number 
of yards to go to the hole, the par 
and number of shots you’ve taken. 

The 14 different clubs can be 
selected by moving the joystick up 
and down before taking a shot. 
Pressing the fire button starts the 
swing and the time you hold the 
button determines how much 
welly you put into the shot. 
Amateur and professional players 
have to press the button again to 
control the amount of hook and 


slice they put into a shot, but 
novices can just hit and hope. 
Professionals also have to cope 
with a swirling wind. 

In the original Leaderboard the 
courses consisted solely of islands 
set in a vast lake where keeping the 
ball dry meant you got a good 
score. But in this executive version 
you also have to cope with trees, 
rough ground and the dreaded 
bunkers. I found the trees to be 
the worst hazard as they block 
your path to the hole and you’re 
usually left to decide between 
chipping the ball over the top of 
them or trying a low drive through 
them. The rough ground makes 
using woods difficult and you 
should add on a club. The same is 
true for the bunkers, except near 
the edge when you should only use 
the pitching wedge or an eight or 
nine iron. Having said this, bunkers 
and rough ground can be useful as 
they stop the ball where it lands 
so there’s no chance of bouncing 
into the water traps. 

To add to your problems there 
are streams and lakes which tend 
to trap balls hit at full power. 

Both Leaderboard rookies and 
veterans should cue up for 
Executive. It’s well worth a shot. 

TH 




STitle: 
^Computer: 
^Supplier: 

W Price: 


X<SCORELINE A' 

A' Impact 85%vV 

Originality 65 % X 

V* Gameplay 95%tJ 

Is/ X-Factor 80% K* 

\\ OVERALL 81 % £ 


PUT IT R 

incites 






* MIDI out (Spin DIN) 31.25K baud 

0 MIDI In . (5 pin DIN) 31.25K baud 

0 audio out . 1.0V DC peak to peak, 10K ohm 

* audio in . 1.0V DC peak to peak, 10K ohm 

* RGB monitor . 1.0V DC, 75 ohm 

0 mono monitor . 1.0V DC. 75 ohm 

0 mono horizontal scan rate . 35.7KHz 

* mono vertical scan rate 71.2KHz 

* sync . 5VDC (active low) 3.3K ohm 

0 modem/serial . RS232C, 50 to 19,200 baud 

* floppy disk 250 Kbits/s 

* hard disk . 11.3 Mbits/s 

0 mouse . standard Atari connector 

* joystick standard Atari connector 

* cartridge port . 128K capacity 

* RF output (520ST-FM) for TV use 

OPERATING SYSTEM 

0 TOS with GEM environment in ROM 

* hierarchical file structure with 
sub-directories and path names 

* user interface via GEM. with self 
explanatory command functions 

* multiple windows * icons 

* window resizing, re-positioning and erasing 

* drop down menus (selected by mouse) 

0 GEM virtual device interface 

coamnacAnoMS 

0 RS-232C serial modem port 
0 3-bit parallel printer port 

* MIDI port (also for networking use) 

0 VT52 terminal emulation 

KEYBOARD 

* standard QWERTY typewriter format 
0 95 full stroke keys 

* 10 function keys 

0 18 key numeric keypad + cursor keys 
0 variable auto-repeat A key dick response 
0 keyboard processor reduces CPU overhead 


* 512Kbytes RAM (520ST-M, FM) 

* 1024Kbytes RAM (1040ST-F) 

* 192Kbytes ROM 

* 128Kbytes external plug-in ROM option 

ARCHITECTURE 

0 Motorola 68000 Central Processing 
Unit (CPU) with a dock speed of 8MHz 
0 16-bit external data bus 
0 32-bit internal data bus 
0 24-bit address bus 

0 8x32-bit data A address registers t 

* 7 levels of interrupts 

0 56 instructions i±... 

0 14 addressing modes 

*5 data types * 

0 DMA (Direct Memory Access) ^ 

0 real time dock as standard 

GRAPHICS — 

* fui! bit-mapped display 
0 palette of 512 colours 

Using Atari Monitors (on 520 A 1040): 

0 640*400 high resolution - monochrome 
0 640*200 medium resolution - 4 colours 
0 320*200 low resolution - 16 colours 
0 80 column text display (40 col low res) 
Using Domestic TV (on 520): 

0 640*200 medium resolution - 4 colours 
0 320*200 low resolution - 16 colours 
0 40 columns * 25 line text display 

SOUND AND MUSIC 

0 3 programmable sound channels 
0 frequency programmable 30Hz - 125KHz 
0 programmable volume 
0 wave A dynamic envelope shaping 
0 programmable attack, decay, sustain, release 
0 Musical Instrument Digital Interface (MIDI) 
0 MIDI allows connection of synthesisers etc. 


MOUSE 

0 high precision 
0 2 button control 
0 free with 520ST-FM/104OST-F 
0 non slip ball motion sensor 
0 removable ball for easy cleaning 


irS AFFORDABLE 


ONLY ROM SILICA 

Finally, there s a personal computer that not only solves problems like other computers, but also solves 
the one problem that other computers have created. Affordability. Silica Shop are pleased to present the 
ST range of personal/business computers from Atari. The ST was designed utilizing the most recent 
breakthroughs in semiconductor technology, producing a personal computer that performs tasks with 
fewer parts. Which means it costs less to make. And less to buy. The latest ST computers now include 
built in power supplies and built in disk drives. The TOS operating system and GEM window environment 
are now on ROM chips which are already installed in the ST keyboard. This enables automatic instant 
booting when you switch on. Silica Shop are pleased to offer the complete Atari ST range. Our mail order 
department is situated in Sidcup and we have 4 retail outlets at Sidcup, Orpington, Lion House 
(Tottenham Court Rd) and Selfridges (Oxford Street). We have eight years experience of Atari products, 
longer than any other UK company, and are well established as the UK's No.1 Atari specialist. With a 
group turnover of over £5 million and in excess of 70 staff, we provide unbeatable service and support. We 
provide several facilities which you will find invaluable during your Atari computing life and most of these 
acilities are available ONLY FROM SILICA. We suggest that you read through what we have to offer, 
before you decide where to purchase your Atari ST. 

FREE STARTER KIT - Only From Silica 

When you purchase any Atari ST keyboard, you will not only receive the best value for money computer 
on the market, but you will also receive the following from Atari Corporation as part of the package: 

* BASIC Language Disk * BASIC Manual * ST Owners Manual * TOS/GEM on ROM 
If you buy your ST from Silica Shop, you will also receive: 

* NEOchrome - colour graphics program * 1st Word - Word Processor 

In addition, we at Silica would like to see you get off to a flying start with your new computer, so we have 
put together a special ST STARTER KIT worth over £100, which we are giving away FREE OF CHARGE 
with every ST computer purchased at our normal retail prices. This kit is available ONLY FROM SILICA 
and is aimed at providing users with a valuable introduction to the world of computing. We are continually 
upgrading the ST Starter Kit, which contains public domain and other licensed software, as well as books, 
magazines and accessories all relevant to ST computing. Return the coupon below for full details. 

DEDICATED SERVICING - Only From Silica 

At Silica Shop, we have a dedicated service department of fivetull time Atari trained technical staff. This 
team is totally dedicated to servicing Atari computer products. Their accumulated knowledge, skill and 
experience makes them second to none in their field. You can be sure that any work carried out by them 
is of the highest standard. A standard of servicing which we believe you will find ONLY FROM SILICA. In 
addition to providing full servicing facilities for Atari ST computers (both in and out of warranty), our 
team is also able to offer memory and modulator upgrades to ST computers. 

1Mb RAM UPGRADE: Our upgrade on the standard Atari 520ST-M or 520ST-FM keyboard will 
increase the memory from 512K to a massive 1024K. It has a full 1 year warranty and is available from 
Silica at an additional retail price of only £86.96 (+VAT = £100). 

TV MODULATOR UPGRADE: Silica can upgrade the 1040ST-F to include a TV modulator so 
that you can then use it with your TV set. This is an internal upgrade and does not involve any untidy 
external boxes. A cable to connect your ST to any domestic TV is included in the price of the upgrade 
which is only £49 (inc VAT). The upgrade is also available for early 520ST computers at the same price. 

THE FULL STOCK RANGE - Only From Silica 

We aim to keep stocks of all Atari related products and our warehouse carries a stock of £V4 million. We 
import many software titles direct from the USA and you will find that we have new releases in advance of 
many of our competitors. Unlike dealers who may only stock selected titles, we have the full range. In 
addition, we carry a complete line of all books which have been written about the Atari ST. A range as 
wide as ours is something you will find is available ONLY FROM SILICA 

AFTER SALES SUPPORT- Only From Silica 

Rest assured that when you buy your ST from Silica Shop, you will be fully supported. Our free mailings 
jive news of releases and developments. This will help to keep you fully up to date with what’s happening 
n the Atari market. And in addition, our sales staff are at the end of a telephone line to service all of your 
Atari requirements. If you purchase an ST from Silica and would like any programming or technical 
advice, we have a full time technical support team to help you get the best from your computer. Because 
we have both the staff and the systems specifically dedicated to providing after sales service on Atari ST 
computers, we are confident that our users enjoy an exceptionally high level of support. This can be 
received ONLY FROM SILICA 

FREE CATALOGUES - Only From Silica 

At Silica Shop, we recognise that serious users require an in-depth information service, which is why we 
mail free newsletters and price lists to our ST owners. These are up to 48 pages long and are crammed 
with technical details as well as special offers and product descriptions. If you have already purchased an 
ST and would like to have your name added to our mailing list, please complete the coupon & return it to 
us. The information service is available ONLY FROM SILICA. 

FREE OVERNIGHT DELIVERY - From Silica 

Most orders are processed through our computer within 24 hours of receiving them. Most hardware 
orders are sent by the overnight METRO courier service FREE OF CHARGE to customers within the UK. 
This method helps to ensure minimum delay and maximum protection. 

PRICE MATCH - Only From Silica 

We hope that the combination of our low prices, FREE UK delivery service, FREE Starter Kit and FREE 
after sales support, will be enough to make you buy your Atari equipment from Silica Shop. If however, 
there is something you wish to purchase, and you find one of our competitors offering it at a lower price, 
then please contact our sales department, providing us with our competitor's name, address and 
telephone number. If our competitor has the goods in stock, we will normally match the offer (on a 'same 
product - same price’ basis) and still provide yqu with our normal free delivery. We realise that we are not 
the only company who will match a competitor's price. However, if you come to us for a price match, you 
will also be entitled to our after sales service, including free newsletters and technical support. This 
makes our price match promise rather special, something you will receive ONLY FROM SILICA. We don’t 
want you to go anywhere else for your Atari products. So shop at Silica, the UK’s Nol Atari Specialist. 


SIDCUP (& Mail Order) 01-309 1111 

1-4 The Mews, Hatherley Road, Sidcup, Kent, DAI4 4DX 

LONDON 01-580 4839 

Lion House (1st floor), 227 Tottenham Court Rd, London, W1 

LONDON 01-629 1234 ext 3677 

Selfridges (1st floor), Oxford Street, London, W1A 1AB 


The affordability of Atari computers is reflected in the price of the 
520ST-M keyboard, which is a mere £259 (inc VAT). This version of 
the ST comes with 512K RAM, as well as a modulator and lead for 
direct connection to any domestic TV. The price does not include a 
mouse. In addition, when you buy your 520ST-M from Silica, you 
will also receive the FREE Silica 'ST Starter Kit’. During 1987, many 
software houses will be producing games software on ROM cart¬ 
ridges, which will plug directly into the cartridge slot on the 520ST- 
M keyboard, giving instant loading without the expense of purchasing 
a disk drive. With the enormous power of the ST, you can expect 
some excellent titles to be produced, making this the ultimate games 
machine! If your requirement is for a terminal, then the 520ST-M can 
fulfill this role too. Leads are available to connect the ST to a variety 
of monitors, and with the imminent introduction of terminal software 
on ROM cartridge, the ST provides a low price terminal for business 
use. If you wish to take advantage of the massive range of disk 
software available for the ST range, you will need to purchase a disk 
drive. Atari have two floppy disk drives available, a 'A Mbyte model 
£149 and a 1Mbyte model £199. Full details of these drives, as well 
as the Atari 20Mbyte hard disk are available on request. If required 
at a later date, the mouse may be purchased separately. 


520ST-FM 

The 520ST-FM with 512K RAM and free mouse, represents a further 
breakthrough by Atari Corporation in the world of high power, low 
cost personal computing. This model is the latest addition to the ST 
family, and is not only powerful, but compact. It is priced at only 
£399 (inc VAT) a level which brings it within the reach of a whole 
new generation of computer enthusiasts. When purchased from us, 
it comes with the FREE Silica ‘ST Starter Kit' see paragraph on the 
left. To make the 520ST-FM ready for use straight away, Atari have 
built into the keyboard a 'A megabyte disk drive for information 
storage and retrieval, allowing you easy access to the massive range 
of disk based software which is available for the ST. This new 
computer comes with all the correct cables and connections you will 
need to plug it straight into any standard domestic television set. 
You do not therefore have to purchase an Atari monitor. If you do 
require a monitor however, these are available with the 520ST in the 
following money saving packages: 

520ST-FM Keyboard Without Monitor - £399 (inc VAT) 

520ST-FM Keyboard + High res mono monitor - £499 (inc VAT) 
520ST-FM Keyboard + Low res colour monitor - £599 (inc VAT) 
520ST-FM Keyboard + Med res colour monitor - £699 (inc VAT) 

Because the 520ST-FM has its own power transformer built into the 
keyboard, there are no messy external adaptors to clutter up your 
desk space. You are left with only one mains lead, serving both the 
disk drive and the computer. You couldn't ask for a more stylish and 
compact unit. 


1040ST-F 

For the businessman and the more serious home user. Atari have 
their most powerful model, the 1040ST-F with 1028K RAM. This low 
cost powerhouse can be introduced into a business environment as 
a stand-alone system, or can support a mainframe computer as a 
terminal. The 1040ST-F not only features twice as much memory as 
the 520ST-FM, but also includes a more powerful built-in disk drive. 
The drive featured on the 1040ST-F is a one megabyte double sided 
model. The extra memory facility of the 1040ST-F makes it ideal for 
applications such as large databases or spreadsheets. Like the 
520ST-FM, the 1040ST-F has a mains transformer built into the 
console to give a compact and stylish unit with only one mains lead. 
The 1040ST-F is also supplied from Silica Shop with a free software 
package and ‘ST STARTER KIT’. In the USA. the 1040ST-F has been 
sold with a TV modulator like the 520ST-FM. However, for the UK 
market. Atari are manufacturing the 1040ST-F solely with business 
use in mind and it does not currently include an RF modulator, this 
means that you cannot use it with a domestic TV (Silica Shop do 
offer a modulator upgrade for only £49). The 1040ST-F keyboard 
costs only £599 (inc VAT) and, unless a modulator 
upgrade is fitted, will require an Atari or third party monitor. There 
are three Atari monitors available and the prices for the 1040 with 
these monitors are as follows: 

1040ST-F Keyboard Without Monitor - £599 (inc VAT) 

1040ST-F Keyboard + High res mono monitor - £699 (inc VAT) 
1040ST-F Keyboard + Low res col monitor - £799 (inc VAT) 

1040ST-F Keyboard + Med res col monitor - £899 (inc VAT) 

The 1040ST-F comes with a mouse controller and includes 1Mbyte 
of RAM. It has a 1Mbyte double sided disk drive and mains trans¬ 
former, both built into the keyboard to give a compact and stylish 
unit, with only one mains lead. 


ATARI 






To: Silica Shop Ltd, Dept CGMR 0587,1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX \ 

PLEASE SBD ME FREE LITERATURE ON THE ATUI ST 


Mr/Mrs/Ms: 

Address: 


Initials: Surname: 


Postcode: 


■ Do you already own a computer 
m If so, which one do you own? 










































































The two new releases are & 
Auf Wiedersehen Monty and ■' 
Thing Bounces Back. M 
Here is a sneak preview. % 


different, however. One is Monty Mole, who 
is making his now third appearance. The first 
two titles were two of the most popular plat¬ 
form games ever. Wanted — Monty Mole 
rocketed to farm after getting a mention on 
News at Ten no less. It was released at the 
same time as the miners’ strike and featured 
a certain A. Scargill. And the second game, 
Monty on the Run, is one of my own 
personal all time favourites. 

The second ‘hero’, Thing, is less well 
known. He featured in another platform 
game, Thing on a Spring, which was unusual 
because instead of jumping round the screen 
Thing bounced like Zebedee in the Magic 
Roundabout, the old children’s TV series. 
This slightly unusual control mechanism 
coupled with some complicated gameplay led 
to complaints that the game was too difficult 
but this hasn’t stopped Gremlin releasing a 
second Thing game. 


Old heroes never die. They merely disinte¬ 
grate. The film industry never lets go of it’s 
heros — think of all those sequels. Take just 
two, for instance, Superman and Rocky. 
Superman IV and Rocky MDCCCLXXXIX 
are both in production now! The pop 
industry is the same. If a certain sound sells 
well, use it again and again and again!! So what 
about the software industry? 

Computer game sequels are not 
unknown. Some are even planned. Think of 
Lords of Midnight and Doomdark’s Revenge 
— note to Mike Singleton: when are we going 
to see the third one in the trilogy? Other 
games just happen to feature the same 
character. Examples of these include Manic 
Miner, Jet Set Willy and Sabreman. Now 
Gremlin Graphics has decided to jump on to 
this particular bandwagon, not once but 
twice. 

The two heroes in question are decidedly 


thing boon 


mon 


szzi Yet another unusual twist is the means by 
U lU which Monty travels from screen to screen. 
lyLjust when you are convinced that a leap is 
impossible, you discover that you can hang 
■ bat-like, upside down from certain platforms 
"7 by means of a series of hooks or suction 
pf cups. Other platforms you to perform a 
perfect pirouette allowing you to leap to 
w truly amazing new heights. If ballet is too 
highbrown for you, don’t worry, Monty also 
■F break-dances! 

I HI Auf Wiedersehen Monty promises to be 
the most challenging of the three games so 
far released. Pixel precision is required 
throughout but a nice feature of the game 


When we last left our hero, he had escaped 
from jail and was on the run from the police. 
Convinced that he was safe, he set himself 
up in a life of luxury in Gibraltor. But Monty 
reckoned without Intermole. 

On the run again now he hopes to cross 
Europe, hopefully making enough money en 
route to buy himself a nice little Greek island, 
Montos. 

There are two ways of funding his Swiss 
bank account. Eurocheques lie liberally 
scattered throughout the 80 screens. They 
have been carelessly dropped by tourists but 
these are worth only a fraction of what can 
be earned by carrying out certain ‘jobs’. 

The screens represent the various 
countries of Europe and one task has to be 
accomplished in each country. For example, 
you can earn a fair few lire by giving Juliette 
in Pisa some flowers — tulips, in fact. Now 
the obvious place to get tulips is Amsterdam 
but you won’t find them just lying around just 
waiting to be picked up. 

As well as the ‘normal’ European regions, 
there are some nice joke places as well. The 
province of ’Elio ’Elio in France is not likely 
to be found in many atlases, and when you 
are trying to deliver the Mona Lisa to a Mafia 
fence don’t look too hard for a Godfather 

— there is more than one type of fence. 
There are some nice visual jokes too: a 
Volkswagen falls on your head in Germany, 
for instance(!) There are also some 
marauding hamburgers in the low countries 

— well you try drawing ordinary burghers. 
Geddit!! 

Being the international jet setter that he 
is, Monty can take planes but he needs tickets 
to board them and these count as one of the 
four objects that can be carried at any given 
time so careful planning is required. 


Our preview copy of Monty came in playable 
form — only the final tweaking remained to 
be done, Thing II is at a much earlier stage 
of development so the following description 
is the projected gameplay only. 

Although the evil Toy Goblin was killed 
off in the original game, his factory is still 
producing nasty toys. The only way to make 
it produce nice toys instead is to re-program 
the computer. This involves collecting 
assorted bits of computer hardware and 
software, finding the computer room and 
then doing the necessary. 

Moving from screen to screen is not 
exactly straightforward in the game as a maze 
of pipes has to be navigated at high speed. 
To confuse matters even more, there are 12 
exits from each maze and Thing is limited as 
to which directions he can travel in. The maze 
is full of water, which has a nasty tendency 
to rust Thing and use up precious oil. Contact 
with the many goblins isn’t very good for him 
either. All this with lifts, slides and variable 
height platforms. Phew! 

It remains to be seen how well these 
games sell and whether they will revive the 
platform game. But there is certainly a gap 
i in the market. There hasn’t been a really 
decent one since — er — the last Monty 
1 game! 
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Bubble Bus has an extensive 
software list and prices vary 
tremendously. For instance, your 
prize could include The Fifth 
Quadrant , which comes on the 
Amstrad, Spectrum and C64 and 
varies in price from £7.95 (Spectrum 
cassette) to £12.95 (Amstrad and 
C64 disks). But there is also the 
Bubble Bus budget Mini Bus range. 
Budget games start from a mere 
£1.99. 

The sweatshirts come in three 
sizes: tiny, normal and enormous 
and two colours, so remember to 
tell us your size and fave colour. 

Once you have completed your 
masterpiece, wrap it up well — 
otherwise it will not survive the 
attentions of the GPO, and attach 
your entry form to it. Send it to: 
Gamer Spaceship Competition, ASP 
Ltd, I Golden Square, London WIR 
3AB, to arrive not later than May 
30th. For conditions of entry see the 
standard rules at the back of the 
magazine. Also, pictures are non- 
returnable and become the property 
of ASP. 


Your droid is in a void inside the 
Commodore 64. Well, not quite a 
void because there are plenty of 
nasty little creatures to keep it 
company. 

Apart from the relatively harmless 
griblets, there is a satellite floating 
around the screen. Hit this with a 
laser and you will set up a bar 
across the middle of the screen 
which will catch the griblets. 

Hit the satellite a second time 
and the bar disappears allowing the 
griblets to fall. Before they hit the 
bottom of the screen hit the 
satellite again and they will be 
blasted out of existence. 

The only things to avoid on the 
screen are the flying blue circles 
which will rob you of a life if you 
collide with them. 


Spaceship Competition Gamer May 


Name: 


Address: 


ATARI 8-BIT SOFTWARE software 

cass/disk ATARI ST SOFTWARE 

TRIVIAL PURSUIT 12.75)16.95 LEADERBOARD 21.95 

TOMAHAWK 64k 8.50/12.75 LEADERBOARD TOURNAMENT 8.50 

FIGHTER PILOT 8.50/10.95 BASKETBALL 2 ON 2 21.95 

TRAILBLAZER 8.50/12.75 LITTLE COMPUTER PEOPLE 29.95 

STARQUAKE 7.95/10.95 SPACE PILOT 12.75 

MONTEZUMAS REVENGE 8.50/12.75 WORLD GAMES 21.95 

SPY VS SPY I 8.50/12.75 WINTER GAMES 21.95 

SPY VS SPY II 8.50/12.75 SUPER CYCLE 21.95 

SPY VS SPY III 8/50/12.75 CHAMPIONSHIP WRESTLING 21.95 

MERCENARY COMP. 12.75/14.95 FLIGHT SIMULATOR II 44.95 

JEWELS OF DARKNESS 12.75/12.75 PSION 3D CHESS 21.95 

SILICON DREAMS 12.75/12.75 STARGLIDER 21.95 

LASER HAWK 6.95/8.50 THE PAWN 21.95 

INTER. KARATE 5.95/10.95 KARATE KID II 21.95 

SOLO FLIGHT II 8.50/12.75 MICRO TIME CLOCK CARD 34.95 

ATARI ACES 8.50/N/A TRIVIA CHALLENGE 16.95 

SHOOT EM UPS 8.50/N/A TIME BANDIT 26.95 

SUPER HUEY 8.50/12.75 PINBALL FACTORY 21.95 

SILENT SERVICE N/A/12.75 THE ANIMATOR 26.95 

MOONMIST N/A/21.95 ART DIRECTOR 44.95 

Many other titles available. TELEPHONE (0625) 25228 
NEW TITLES AVAILABLE IMMEDIATELY ON RELEASE Established 1984 

Send cheques/PO/ 

Access number to:- SUNARO SOFTWARE (CG) n 

PO BOX 78, MACCLESFIELD, CHESHIRE, SK10 3PF EJ 


craftsmanship, I mean, if you get 
too technical you might as well just 
take up photography. No, real art is 
about imagination and that is what 
we are looking for. So let yours run 
riot. 

The prizes for the best three 
paintings or drawings are as follows: 
first prize, £30 worth of Bubble Bus 
software and a sweatshirt; second 
prize, £20 worth of software and a 
sweatshirt and third prize, £10 
worth of software and a sweatshirt. 
Five runners-up will each receive a 
sweatshirt. 


Think of yourself as a bit of an 
artist or do you just like doodling? 
Either way this latest Gamer 
competition could be just for you. 

It has the added advantage of being 
very simple, all you have to do is 
draw or paint a spaceship. 

Pictured is the spaceship from 
the sleeve of Bubble Bus Software's 
latest release, The Fifth Quadrant. 
Orion has obviously been 
painstakingly drawn and airbrushed 
by an expert, but don't let it put 
you off. We’re not expecting 
professional standards of 


Sweatshirt size: small, medium, 
large (delete as applicable) 


Sweatshirt colour: red/yellow (delete 
| t as applicable) 

| I agree to abide by the rules of the 
competition. 

Signed: . 


E/ 
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SPECTRUM 

RRP 

OUR 








PRICE 

Sigma 7 

7.95 

5.75 

Indoor Sports 

8.95 

6.60 

Nemesis 

7.95 

5.75 

Nexus 

9.95 

6.99 

President 

9.95 

6.99 

Big Trouble 

7.99 

5.75 

Uchi Mata 

8.95 

6.60 

Portal (d) 

19.99 

14.50 

FA Cup ’87 

7.95 

5.75 

Ace of Aces 

8.95 

6.60 

Sydney Affair 

9.95 

6.99 

Netherearth 

9.95 

6.99 

Fist II 

8.95 

6.60 

Phantasie II (d) 

19.95 

14.50 

Terrors Deep 

9.95 

6.99 

Grange Hill 

9.95 

6.99 

Bombjack II 

9.95 

6.99 

Sydney Affair 

9.95 

6.99 

Indoor Sports 

7.95 

5.75 

Mutants 

8.95 

6.60 

Singes Castle 

7.95 

5.75 

Koronis Rift 

7.95 

5.75 

Arkanoid 

8.95 

6.60 

Psi 5 

7.95 

5.75 

Enduro Racer 

7.95 

5.75 

Crackaut 

9.95 

6.99 

Short Circuit 

7.95 

5.75 

Computer People 9.95 

6.99 

Shaolins Rd 

9.95 

6.99 

Sailing 

7.95 

5.75 

COMMODORE 64 


Gunship 

14.95 

11.50 

Judge Dredd 

7.95 

5.75 

Nemesis 

8.95 

6.60 

Aliens 

9.95 

6.99 

Shadow Skimmer 

7.95 

5.75 

Ldr Brd Exec 

9.95 

6.99 

Fi retrack 

9.95 

6.99 

Zulu War 

8.95 

6.60 

Shockway Rider 8.95 

6.60 

Short Circuit 

8.95 

6.60 

Bombjack II 

7.95 

5.75 

FA Cup '87 

7.95 

5.75 

Express Raider 

9.95 

6.99 

President 

9.95 

6.99 

Netherearth 

9.95 

6.99 

C-Wrestling 

9.95 

6.99 

Arkanoid 

7.95 

5.75 

Last Ninja 

9.95 

6.99 

Gauntlet 

9.95 

6.99 

Krakout 

7.95 

5.75 

RDF ’85 (d) 

24.95 

18.75 

Sailing 

9.95 

6.99 

Leader Brd 

9.95 

6.99 

Marble Madness 9.95 

7.50 

Grange Hill 

9.95 

6.99 

Shockway Rider 

7.95 

5.75 

Detta 

9.95 

6.99 

Big Trouble 

9.95 

6.99 

For up to date news on availability and special offers ring 0920 — 870568 


All prices include free fast delivery and same day despatch when applicable. Overseas 

orders add 50p per tape. 5% discount on all orders for seven or more tapes or to a value 

over £45. B.F.P.O. Welcome. Chequps/P.O.’s/E.C’s payable to ED40. 

C.G. 































































263 DATA20B,201,255,240,4,23B,0,20B,36,32 ^ 

264 DATA211,IBB,16B,1,141,72,3,234,234,234 

265 DATA234,234,234,173,0,20B,201,4B,240,3 

266 DATA23B,0,20B,96,96,173,72,3,201,0 

267 DATA240,20,173,0,208,201,0,240,4,206 
26B DATAO,20B,96,32,224,196,169,0,141,72 

269 DATA3,96,173,0,20B,201,40,240,3,206 

270 DATAO,208,96,240,3,206,0,20B,96,173 

271 DATA1,20B,201,BO,240,6,206,1,20B,206 

272 DATA1,20B,96,173,0,20B,141,2,208,173 

273 DATA1,20B,141,3,SOB,169,0,141,252,3 

274 DATA96,173,252,3,201,1,20B,24,173,3 

275 DATA20B,201,60,48,13,206,3,20B,206,3 

276 DATA20B,206,3,20B,206,3,20B,96,32,211 

277 DATA194,96,32,211,194,96,169,64,141,4 

278 DATA212,169,205,141,0,212,169,14,141,3 

279 DATA212,169,10,141,5,212,169,65,141,4 
2B0 DATA212.B6,169,16,141,11,212,169,240,141 
2B1 DATA7,212,169,170,141,10,212,169,9,141 

282 DATA12,212,169,129,141,11,212,96,234,234 

283 DATA234,234,234,234,234,234,234,234,234,234 

284 DATA234,234,234,234,234,234,234,234,32,151 

285 DATA224,32,232,195,96,234,234,234,234,234 

286 DATA234,234,234,234,234,234,234,234,234,234 

287 DATA234,234,234,234,234,234,234,234,234,234 

288 DATA234,234,234,234,234,234,234,234,234,234 

289 DATA234,234,234,234,234,234,234,234,234,234 
250 DATA234,234,234,234,234,234,234,234,234,234 
231 DATA234,234,234,234,234,234,234,234,234,234 
292 DATA234,234,234,234,234,234,234,234,234,234 

253 DATA234,234,234,234,234,234,234,234,234,234 

254 DATA234,234,234,234,234,234,234,234,234,234 

295 DATA234,234,234,234,234,234,234,234,234,234 

296 DATA234,234,234,234,234,234,234,234,234,234 

297 DATA234,234,234,234,234,234,234,234,234,234 

298 0ATA234,234,234,234,234,234,234,234,234,234 

299 DATA234,234,234,234,234,234,234,234,234,234 

300 DATA160,0,162,255,189,213,6,201,84,240 

301 DATA13,201,86,240,9,201,88,240,5,201 

302 DATA90,208,25,234,141,0,203,189,253,6 

303 DATA201,32,208,14,169,32,157,213,6,173 

304 DATAO,203,157,253,6,234,234,234,202,224 

305 DATA255,208,207,200,192,4,240,15,206,238 

306 DATA195,206,5,196,206,14,196,206,20,196 

307 DATA76,234,195,169,6,141,238,195,141,5 

308 DATA196,141,14,196,141,20,196,96,173,0 

309 DATA220,201,123,240,35,201,119,240,38,201 

310 DATA126,240,41,201,122,240,44,201,118,240 

311 DATA47,201,106,240,50,201,102,240,55,201 

312 DATA110,240,60,234,234,234,234,234,234,96 

313 DATA32,153,194,32,8,195,96,32,109,194 

314 DATA32,8,195,96,32,197,194,32,190,196 

315 DATA96,32,106,196,32,120,196,96,32,113 

316 DATA196,32,120,196,96,169,1,141,252,3 

317 DATA32,127,196,96,169,1,141,252,3,32 

318 DATA134,196,96,169,1,141,252,3,32,120 

319 DATA196,96,173,852,3,201,1,240,1,96 

320 DATA32,34,195,96,32,229,194,32,64,196 

321 DATA32,168,196,96,169,128,141,18,212,169 

322 DATA240,141,14,212,169,14,141,15,212,169 

323 DATA129,141,18,212,96,238,16,208,238,16 

324 DATA208,238,16,208,238,0,208,96,206,16 

325 DATA20B,206,16,208,206,16,208,206,0,208 

326 DATA36,173,73,3,201,1,240,31,201,2 

327 DATA240,44,201,3,240,63,173,14,20B,201 

328 DATA255,240,4,238,14,208,96,32,76,197 
, 329 DATA23B,14,208,169,1,141,73,3,96,173 


10 CLR: PRINTCHRSC147) ;TABC14) ; ’’PLEASE WAIT” : P0KE53280,0: PQKE53281,0 
100 F0RT“49152T051726:READA:POKET,A:D“D+1:C“C+A:NEXT ^ 

200 DATA120,169,0,141,14,220,169,1,141,25 

201 DATA20B, 141,26,208,169,27,141,17,208,141 

202 DATA1B.20B, 169,35,141,20,3,169,192,141 

203 DATA21,3, BB, 96,255,238,34,192,169,1 

204 DATA141,25,208,173,34,192,208,14,169,250 
206 DATA141,18,20B, 173,131,3,141,22,208,76 

206 DATA129,234,169,255,141,34,192,169,0,141 

207 DATA22,208,169,194,141,18,208,76,8,193 W 

208 DATA162.0,189,32,808,254,32,208,232,224 1 

209 DATA4,208,245,96,160,0,32,80,192,200 I 

210 DATA208,250,96,173,92,3,201,80,240,9 I 

211 DATA23B,92,3,32,94,192,76,103,192,32 1 

212 DATA245,201,96,234,234,234,234,234,234,32 1 

213 DATA135,192,76,49,234,234,234,234,173,131 1 

214 DATA3,56,233,2,141,131,3,201,16,176 1 

215 DATAB2,169,23,141,131,3,162,0,1B9,249 I 

216 DATA6,157,248,6,232,224,239,208,245,173 1 

217 DATA129,3,24,105,6,201,186,144,2,169 I 

218 DATAO,141,129,3,169,31,133,250,169,7 1 

219 DATA133,251,169,64,133,252,169,157,133,253 1 

220 DATA172,129,3,132,255,162,0,164,255,177 1 

221 DATA252,160,0,145,250,165,250,24,105,40 1 

222 DATA133,250,144,2,230,251,230,255,232,224 1 

223 DATA6,208,230,96,32,22,193,32,71,193 I 

224 DATA32,125,193,32,36,194,32,48,194,32 I 

225 DATA71,194,32,88,194,32,180,196,32,55 1 

226 DATA19B,96,234,96,32,14,193,76,129,192 1 

227 DATA32,234,192,234,234,234,234,234,173,52 | 

228 DATA3,201,1,240,18,201,2,240,20,201 1 

229 DATA3,240,22,201,4,240,24,169,156,141 M 

230 DATA197,192,96,169,157,141,197,192,96,169 M 

231 DATA15B,141,197,192,96,169,159,141,197,192 M 

232 DATA96,169,0,141,52,3,96,173,53,3 

233 DATA201,255,240,4,238,53,3,96,169,0 / 

234 DATA141,53,3,238,52,3,96,96,162,0 / 

235 DATA173,55,3,201,15,240,15,173,55,3 / 

E36 DATA157,0,216,238,55,3,232,224,39,208 / 

237 DATA235,96,169,1,141,55,3,76,94,193 / 

238 DATA96,173,56,3,201,5,240,4,238,56 / 

E39 DATA3,96,169,0,141,56,3,3E.9E,193 # 

S40 DATA96,16E,5,169,83,157,25,5,157,56 / 

E41 DATA5,157,69,5,157,92,5,157,113,5 / 

242 DATA157,128,5,157,157,5,157,164,5,202 / 

243 DATA20B,227,96,162,5,169,32,157,25,5 # 

244 DATA157,56,5,157,69,5,157,92,5,157 I 

245 DATA113.5,157,128,5,157,157,5,157,164 1 ^ 

246 DATA5,202,208,227,96,162,250,173,62,3 % 

247 DATA201,15,240,19,173,62,3,157,80,216 \ 

248 DATA157,54,217,157,213,217,238,62,3,202 m 

249 DATA208,231,96,169,1,141,62,3,76,211 « 

250 DATA193,162,240,169,67,157,41,4,157,241 1 

251 DATA4,157,185,5,157,78,4,157,222,5 1 

252 DATA157,238,4,13B, 56,233,40,240,3,170 1 f§ " 

253 DATA208,227,96,162,0,189,56,199,157,1 1 

254 DATA4,232,224,38,208,245,96,234,173,56 I 

E55 DATA3,201,5,240,1,96,32,209,193,96 f 

256 DATA162,0,173,143,0,157,41,4,169,0 g 

257 DATA157,41,216,238,143,0,232,224,38,208 # > r *- 

258 DATAE37,96,234,173,248,7,201,207,240,4 # O 

259 DATA23B, 248,7,96,169,204,141,248,7,96 ' 

, 260 DATA173,1,208,201,220,240,7,238,1,208 f 

i 261 DATA234,234,234,96,234,234,234,234,234,234 J T" * 

I262 DATA96,173,72,3,201,1,240,25,173,0 W 
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330 DATA14,208,201,50,240,4,23B,14,20B,35 

331 DATA169,2,141,73,3,96,173,14,208,201 

332 DATAO,240,4,205,14,208,35,32,85,137 

333 DATA163,3,141,73,3,205,14,208,36,173 

334 DATA14,208,201,30,240,4,206,14,208,36 

335 DATA163.0,141,73,3,36,162,128,238,16 

336 DATA20B,202,208,250,36,162,128,206,16,208 

337 DATA202,208,250,36,173,74,3,201,1,240 

338 DATA17,173,15,208,201,60,240,4,206,15 
333 DATA20B,36,163,1,141,74,3,36,173,15 

340 DATA20B,201,120,240,4,238,15,20B,36,163 

341 DATAO,141,74,3,36,32,237,136,32,34 

342 DATA137,32,145,137,36,173,255,7,201,211 

343 DATA240,4,238,255,7,36,163,203,141,255 

344 DATA7,36,0,246,36,4,0,0,162,5 

345 DATA183,8,4,24,105,1,157,8,4,201 

346 DATA58,144,8,163,48,157,B,4,202,208 

347 DATA235,234,36,160,0,185,80,4,201,32 
34B DATA20B,23,185,34,5,201,32,208,16,185 
343 DATA244,5,201,32,208,3,200,132,220,203 

350 DATA230,32,245,133,36,163,32,153,BO,4 

351 DATA153,34,5,153,244,5,234,234,234,234 

352 DATA234,234,32,16B,137,32,130,136,76,135 

353 DATA197,173,30,20B,201,130,240,4,32,173 

354 DATA13B,36,32,71,138,173,76,3,201,1 

355 DATA240,3,201,2,240,12,201,3,240,15 

356 DATA96,32,145,133,32,16B,137,36,32,177 

357 DATA193,32,168,197,36,32,193,137,32,168 

358 DATA137,163,0,141,76,3,234,234,234,36 
353 DATA36,32,251,137,32,135,137,32,166,138 

360 DATA36,234,234,234,234,234,36,238,76,3 

361 DATA32,211,134,36,36,162,0,183,106,133 

362 DATA157,159,4,183,37,200,157,30,5,183 

363 DATA224,200,157,21,6,232,224,187,208,233 

364 DATA36,162,0,183,5,208,201,5,240,10 

365 DATA222,5,208,232,232,224,10,208,240,36 

366 DATA173,143,0,157,4,208,163,220,157,5 

367 DATA20B,36,107,138,107,138,162,0,189,250 

368 DATA7,201,213,240,3,254,250,7,232,224 

369 DATA5,208,241,36,163,212,157,250,7,76 

370 DATA142,138,32,105,138,32,140,138,234,234 

371 DATA234,234,234,234,36,162,0,221,132,3 

372 DATA240,17,221,142,3,240,12,221,152,3 

373 DATA240,16,232,232,224,10,208,235,36,163 

374 DATA1,141,130,3,32,211,134,36,163,0 

375 DATA157,5,208,32,16B,137,32,168,137,36 

376 DATA211,i94,36,244,247,228,0,16,32,0 

377 DATAO,0,0,32,0,0,0,0,0,0 

378 DATA244,4,36,0,0,0,0,132,4,20 

379 DATA247,0,255,236,255,223,254,255,255,255 

380 DATA255,255,255,255,254,255,255,255,63,255 

381 DATA255,255,255,255,255,255,255,255,255,255 

382 DATA255,253,255,255,0,8,0,244,0,0 

383 DATAO, 0,132:, 0,0,0,0,0,0,0 
3B4 DATAO,0,0,0,0,0,0,224,13,3 

385 DATA15,18,5,32,48,4B,48,48,48,48 

386 DATA4B,4B,32,4,18,15,3,4,22,15 

387 DATA9,4,32,50,32,2,25,32,6,7 

388 DATA20,32,12,3,32,55,32,215,0,0 
383 DATAO,0,0,0,0,228,0,0,32,32 

330 DATA32,32,32,67,32,32,30,32,67,67 

331 DATA67,32,32,67,67,67,67,32,32,67 

332 DATA67,32,32,67,67,67,32,67,67,67 

333 DATA32,32,30,32,32,67,32,32,32,32 

334 DATA32,32,32,32,67,32,83,32,67,32 
395 DATA32,67,32,67,32,32,96,32,67,32 
336 DATA32,67,32,32,67,32,32,67,32,32 



337 DATA67,32,83,32,67,32,32,32,32,32 ■ 

338 DATA32,32,32,67,32,32,30,32,67,32 f 
333 DATA32,67,32,67,67,67,67,32,67,32 I 

400 DATA32,67,32,32,67,32,32,67,32,32 I 

401 DATA67,32,90,32,32,67,32,32,32,32 f 

402 DATA32,32,32,32,67,32,83,32,67,32 ff 

403 DATA32,67,32,67,32,67,32,32,67,32 I ✓ 

404 DATA32,67,32,32,67,32,32,67,32,32 f \ 

405 DATA67,32,83,32,67,32,32,32,32,32 I 

406 DATA32,32,32,67,32,32,30,32,67,67 f 

407 DATA67,32,32,67,32,67,67,32,32,67 ft 

408 DATA67,32,32,67,67,67,32,67,67,67 ft 

403 DATA32,32,90,32,32,67,32,32,32,32 1 

410 DATA32,32,32,32,67,32,83,32,32,32 ft ffTT 

411 DATA32,32,32,32,32,32,32,32,32,32 \ i l] 

412 DATA32,32,32,32,32,32,32,32,32,32 1 t U 

413 DATA32,32,B3,32,67,32,32,32,32,32 Lil 

414 DATA32,32,32,67,32,32,30,32,67,32 1 

415 DATA32,67,32,32,67,67,32,32,67,67 M 

416 DATA67,32,67,67,67,32,32,83,83,83 B 

417 DATA32,32,30,32,32,67,32,32,32,32 ■ 

41B DATA32,32,32,32,67,32,83,32,67,32 M 

413 DATA32,67,32,67,32,32,67,32,32,67 M 

420 DATA32,32,67,32,32,67,32,32,32,83 

421 DATA32,32,83,32,67,32,32,32,32,32 

422 DATA32,32,32,67,32,32,90,32,67,67 

423 DATA67,67,32,67,32,32,67,32,32,67 

424 DATA32,32,67,32,32,67,32,83,83,83 J 

425 DATA32,32,30,32,32,67,32,32,32,32 # 

426 DATA32,32,32,32,67,32,83,32,32,67 # 

427 DATA67,32,32,67,32,32,67,32,32,67 # 

428 DATA32,32,67,32,32,67,32,83,32,32 J 

429 DATA32,32,83,32,67,32,32,32,32,32 M 

430 DATA32,83,90,83,30,83,180,32,32,67 M 

431 DATA67,32,32,32,67,67,32,32,67,67 f 

432 DATA67,32,67,67,67,32,32,83,83,83 f 

433 DATA32,42,30,83,30,83,30,32,32,32 g 

434 DATA32,30,32,32,32,32,32,32,32,32 g 

435 DATA32,32,32,32,32,32,32,32,32,32 g 

436 DATA32,32,32,32,32,32,32,32,32,32 g 

437 DATA32,32,32,32,32,32,83,32,32,32 / 

438 DATA32,83,32,2,25,32,6,18,1,14 ft 

433 DATA11,32,20,15,21,20,32,43,57,56 \ 

440 DATA53,32,13,16,1,3,5,32,20,15 \ 

441 DATA32,16,12,1,25,32,30,32,32,32 B 

442 DATA32,30,83,30,83,90,83,30,B3,30 % 

443 DATAB3,30,83,90,83,90,83,30,83,90 \ 

444 DATA83,90,83,30,83,30,83,90,83,90 % 

445 DATAB3,30,83,90,83,30,83,32,32,32 \ 

446 DATA255,255,255,255,0,0,0,0,0,0 % 

447 DATAO,0,0,0,0,0,0,0,0,0 B 

44B DATAO,0,0,0,0,0,0,0,0,0 } 

443 DATA4,0,0,0,0,0,255,255,255,255 

450 DATA255,255,255,255,255,255,255,255,255,255 
1 451 DATA255,255,255,255,255,255,255,255,255,255 

452 DATA255,255,255,255,255,255,255,255,0,0 

453 DATAO,0,0,0,0,0,0,0,0,0 

454 DATAO,0,0,0,0,0,0,0,0,163 i 

455 DATAO,141,33,208,141,32,208,163,3,141 J 

456 DATA34,208,163,7,141,35,208,163,0,141 J 

457 DATA32,3,36,255,0 g 

500 IFD<2575THENPRINT”TD0 LITTLE DATA”:END g 

510 IFD>2575THENPRINT"TOO MUCH DATA”:END I 

520 IFC<>294251THENPRINT”DATA ERROR”:END g 

600 P0KE19B , 2 : P0KE631,13: LOAD 


Pn05?0?0^0X0ra0raS 






































□ATABO,00,64,64,255,255,195,195,195,255 
□ATA255,255,8,29,62,127,62,29,9,0 
DATA0,29,62,127,62,20,8,0,9,29 
DATA62,127,62,2B,8,0,9,28,62,127 
DATA62,28,0,0,8,28,62,127,62,28 
DATAB,0,8,20,62,127,62,28,8,0 
□ATA255,255,255,255,255,255,255,255,24, 
DATA24,255,255,24,24,24,192,192,40,4B 
DATA192,192,48,48,24,24,24,24,24,24 
DATA24,24,0,0,3,62,110,54,54,0 
0ATA255,127,63,31,15,7,3,1,0,56 
□ATAO,0,94,0,0,94,0,0,52,0 
DATAO,126,0,0,66,0,0,126,0,0 
0ATA66,0,1,95,128,0,66,0,5,95 
DATA160,1,0,128,5,93,160,1,0,120 i 

□ATAO,94,0,0,95,0,0,28,0,0 A 

□ATA94.0,1,87,128,1,170,128,0,170 M 

□ATAO,10,0,56,0,0,94,0,0,94 M 

DATAO,0,52,0,0,126,0,0,16,0 J 

□ATAO,126,0,0,16,0,1,95,128,0 M 

□ATA16,0,5,95,160,0,64,32,5,93 ft 

□A-TA160,0,64,32,0,94,0,0,95,0 ft 

DATAO,28,0,0,94,0,1,87,128,1 ft 

DATA170,128,0,170,0,10,0,56,0,0 ft 

DATA94,0,0,94,0,0,52,0,0,126 ft 

DATAO,1,12,0,0,126,0,1,12,0 1^ 

□ATA1,95,128,4,12,0,5,95,160,4 
□ATA12,0,5,93,160,4,12,0,0,94 A 

□ATAO,0,95,0,0,28,0,0,94,0 JV 

0ATA1.B7,128,1,170,128,0,170,0,10 f 

□ATAO,56,0,0,94,0,0,94,0,0 W 

□ATA52,0,0,126,0,0,66,0,0,126 ft 

□ATAO,0,66,0,1,95,128,1,2,0 1 

DATA5,95,160,1,0,128,5,93,160,1 ft 

DATAO,128,0,94,0,0,95,0,0,28 I 

□ATAO,0,94,0,1,B7,128,1,170,128 1 

DATAO,170,0,10,0,60,0,0,40,0 I 

DATAO,20,0,0,40,0,0,20,0,0 1 

DATA40,0,0,0,0,0,0,0,0,0 1 

DATAO,0,0,0,0,0,0,0,0,0 1 

DATAO,0,0,0,0,0,0,0,0,0 1 

□ATAO,0,0,0,0,0,0,0,0,0 I 

□ATAO,0,0,0,0,0,0,10,1,0 1 

□ATA16,0,64,64,0,17,0,0,4,0 M 

□ATAO,4,0,0,42,0,1,170,144,4 ft 

□ATA40,132,4,42,4,1,12,16,0,93 ft 

□ATA64,1,12,16,4,42,4,4,170,132 ft 

DATA2,170,160,2,40,160,2,170,160,0 ft 
□ATA170,128,1,42,16,4,4,4,16,17 1 

DATA1,10,1,0,16,0,64,64,0,17 1 

□ATAO,0,4,0,0,4,0,0,42,0 ft 

DATA1,170,144,4,138,4,4,42,4,1 A 

DATA12,16,0,93,64,1,12,16,4,42 ft 

DATA4,4,170,132,2,170,160,2,138,32 ft 

DATA2,170,160,0,170,12B,1,42,16,4 ft 

□ATA4,4,16,17,1,10,1,0,16,0 ft 

DATA64,64,0,17,0,0,4,0,0,4 ft 

□ATAO,0,42,0,1,170,144,4,162,132 1 

□ATA4,42,4,1,12,16,0,93,64,1 A 

DATA12,16,4,42,4,4,170,132,2,170 ^ 

DATA160,0,162,128,2,170,160,0,170,128 
DATA1,42,16,4,4,4,16,17,1,10 
□ATAO,0,0,0,0,0,0,0,0,0 
DATAO,0,0,0,0,0,0,0,0,0 
DATAO,0,0,0,0,0,0,0,0,0 
DATAO,0,0,0,0,0,0,0,0,40 
DATAO,40,170,0,170,170,40,170,170,170 
DATA170,170,40,170,170,0,170,40,0,40 
□ATAO,0,0,10,0,0,0,0,0,0 
DATAO,0,0,0,0,0,0,0,0,0 j 


PLEASE WAIT 


0 CLR:PRINTCHRSC1473;TABC14} 

100 F0RT-122B8T0140B0:READA:POKET,A:□-□+!:C-C+A:NEXT 
110 FORT-40000T041025:READA:POKET,A:D-D+l:C-C+A:NEXT 

200 DATAO,0,0,0,0,0,0,0,48,124 

201 DATA10B,126,118,102,102,0,48,124,10B,126 

202 DATA118,102,126,0,60,10B,108,96,96,1IB 

203 DATA62,0,120,108,118,118,118,108,120,0 j 

204 DATA126,118,96,124,96,118,126,0,126,118 I 

205 DATA96,124,100,112,112,0,60,118,96,110 I 

206 DATA118,126,60,0,108,110,11B,126,102,118 I 

207 DATA118,0,124,56,24,2B,28,30,62,0 I 

208 DATA62,30,28,12,108,120,56,0,110,10B I 

209 DATA124,112,124,108,110,0,96,96,112,112 § 

210 DATA112,124,62,0,54,119,127,107,119,119 V 

211 DATA119,0,54,118,122,126,111,119,119,0 f 

212 DATA62,103,115,119,103,115,62,0,126,103 I 

213 DATA115,126,96,112,112,0,62,103,115,115 ff 

214 DATA115,62,15,0,126,115,103,126,124,102 I 

215 DATA103,0,62,115,97,62,67,103,62,0 ^ 

216 DATA127,60,24,24,28,28,28,0,103,103 ^ 

217 DATA71,103,102,126,60,0,103,103,103,71 

218 DATA102,62,28,0,119,119,107,107,127,119 

219 DATA54,0,103,119,62,28,62,119,103,0 / 

220 □ATA115,51,62,24,24,2B,2B,0,126,15 M 

221 DATA12,24,48,127,63,0,60,0,48,48 # 

222 DATA48,48,60,0,12,2,4B,124,48,98 A 

223 DATA252,0,60,4,12,12,12,12,60,0 A 

224 DATAO,0,60,126,24,24,24,24,0,0 A 

225 DATA48,127,127,48,16,0,64,0,0,1 A 

226 DATAO,0,0,16,24,0,24,24,0,0 A 

227 DATA24,0,255,6,102,0,0,0,0,0 A 

228 DATA102,6,255,102,255,102,102,0,24,6 ft 

229 DATA96,60,6,124,24,0,98,6,12,24 ft 

230 DATA48,102,70,0,60,6,60,56,103,102 ft 

231 DATA63,0,6,4,24,0,0,0,0,0 ft 

232 DATA12,0,40,48,48,24,12,0,4B,0 ft 

233 DATA12,12,12,24,48,0,0,6,60,255 ft 

234 DATA60,102,0,0,0,0,24,126,24,24 ft 

235 DATAO,0,0,0,0,0,0,24,24,48 ft 

236 DATAO,0,0,126,0,0,0,0,0,0 1 

237 DATAO, 0,0,24,24,0,0,2,6,12 

238 DATA24,48,96,0,60,6,110,118,102,102 % 

239 DATA60,0,24,0,56,24,24,24,126,0 % 

240 DATA60,6,6,12,48,96,126,0,60,6 % 

241 DATA6,28,6,102,60,0,6,6,30,102 % 

242 DATA127,6,6,0,126,0,124,6,6,102 % 

243 DATA60,0,60,6,96,124,102,102,60,0 % 

244 DATA126,6,12,24,24,24,24,0,60,6 % 

245 DATA102,60,102,102,60,0,60,6,102,62 % 

246 DATA6,102,60,0,0,0,24,0,0,24 % 

247 DATAO,0,0,0,24,0,0,24,24,48 % 

248 DATA14,0,48,96,48,24,14,0,0,0 ft 

249 DATA126,0,126,0,0,0,112,24,12,6 ft 

250 DATA12,24,112,0,60,102,6,12,24,0 ft 

251 DATA24,0,0,0,0,255,255,0,0,0 ft 

252 DATA5,21,85,85,255,255,191,170,255,255 I 

253 0ATA255,85,255,255,254,170,180,62,156,22 

254 DATA1B0,62,156,22,60,60,40,40,20,21 

255 DATA85,85,15,15,62,58,62,15,15,3 I 

256 DATA240,240,IBB,172,188,252,240,192,0,0 

257 DATAO,0,0,40,170,170,0,0,51,12 ft 

258 DATA5B,25,229,B5,3,204,55,217,101,101 ftp 7 

259 DATA149,85,20,85,119,89,101,101,85,85 ft 

260 DATAO,80,116,89,101,101,85,85,0,0 ft 

261 DATA12,240,83,92,87,87,85,85,85,85 ft 

262 DATA85,85,85,85,2,2,10,10,42,42 ft 

263 DATA170,170,170,170,170,170,170,170,170,170 ft 

264 DATA170,170,169,169,165,165,149,149,B5,B5 ft 

265 DATA85,B5,B5,85,B5,85,85,85,84,84 ft 


■ 


■ > 
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336 DATAO,0,0,0,0,0,0,0,0,0 

337 DATAO,0,0,0,0,0,0,0,0,0 

330 DATAO,0,0,10,0,160,4£,130,168,43 

339 DATA170,160,4E,170,160,4E,170,160,4E,130 

340 DATA160,10,0,160,0,0,0,10,0,0 

341 DATAO,0,0,0,0,0,0,0,0,0 
34E DATAO,0,0,0,0,0,0,0,0,0 

343 DATAO,0,0,0,0,0,0,0,0,0 

344 DATAO, 0,0,0,0,0,0, £,130,1S0 

345 DATA10,170,160,10,170,160,10,170,160,10 

346 DATA170,160,10,170,160,E,130,1E0,0,0 

347 DATAO,10,0,0,0,0,0,0,0,0 
340 DATAO,0,0,0,0,0,0,0,0,0 

349 DATAO,0,0,0,0,0,0,0,0,0 

350 DATAO,0,0,0,0,0,0,0,0,0 

351 DATAO,0,170,0,3,170,19E,3,£35,193 i 

35E DATA3,335,19E,3,335,193,3,170,193,0 J 

353 DATA170,0,0,0,0,10,0,0,0,0 # 

354 DATAO,0,0,0,0,0,0,0,0,0 # 

355 DATAO,0,0,0,0,0,0,0,0,0 £ 

356 DATAO,0,0,0,0,0,0,0,0,0 

357 DATAO,0,0,0,0,0,60,0,0,355 
350 DATAO,0,355,0,0,355,0,0,355,0 

359 DATAO,355,0,0,60,0,0,0,0,10 

360 DATAO,0,0,0,0,0,0,0,0,0 

361 DATAO,0,0,0,0,0,0,0,0,0 
363 DATAO,0,0,0,0,0,0,0,0,0 

363 DATAO,0,0,0,0,0,0,0,0,0 

364 DATA170,0,3,170,193,3,335,193,3,335 

365 DATA192,3,335,193,3,170,193,0,170,0 

366 DATAO,0,0,10,0,0,0,0,0,0 

367 DATAO,0,0,0,0,0,0,0,0,0 
360 DATAO,0,0,0,0,0,0,0,0,0 

369 DATAO,0,0,0,0,0,0,0,0,0 

370 DATAO,0,0,3,130,130,10,170,160,14 

371 DATA170,176,14,170,176,14,170,176,10,170 
373 DATA160,3,130,130,0,0,0,10,0,0 

373 DATAO,0,0,0,0,0,0,0,0,0 

374 DATAO,0,0,0,0,0,0,0,0,0 

375 DATAO,0,0,0,0,0,0,0,0,0 

376 DATAO,0,0,0,0,0,0,10,0,160 

377 DATA43,130,160,43,170,160,43,170,160,43 
370 DATA170,160,43,130,160,10,0,160,0,0 
379 DATAO,10,355 

400 DATA33,33,33,33,60,03,69,65,67,67 

401 DATA67,03,70,66,67,67,67,03,33,33 
403 DATA33,33,71,03,33,33,33,33,60,03 

403 DATA33,33,33,65,67,03,32,33,33,66 

404 DATA67,03,33,33,33,32,60,03,33,33 W 

405 DATA32,33,71,03,33,33,33,33,71,03 % 

406 DATA65,67,67,67,67,03,66,67,67,67 m 

407 DATA67,03,33,33,33,32,71,03,33,33 1 

400 DATA3E,33,60,03,33,33,33,33,60,03 1 

409 DATA33,71,67,67,67,03,71,67,67,67 

410 DATA67,03,33,33,71,67,67,03,33,33 

411 DATA33,33,60,03,33,33,33,33,60,03 i 

413 DATA33,33,33,33,50,03,33,33,32,33 I 

413 DATA71,03,33,65,67,67,67,03,33,66 f 

414 DATA67,67,67,03,33,33,33,33,50,03 f 

415 DATA33,33,33,71,67,03,33,33,71,67 f 

416 DATA67,03,33,33,33,33,50,03,33,71 M 

, 417 DATA67,67,67,03,33,33,32,32,60,03 ■ 

\ 410 DATA32,32,32,32,71,03,69,65,67,67 » 

f 419 DATA67,03,70,66,67,67,67,03,32,33 M 
' 430 DATA33,33,71,03,33,33,33,33,60,03 1 

431 DATA33,33,65,67,67,03,33,33,66,67 B 
433 DATA67,03,33,33,33,33,71,03,33,33 B 

433 DATA33,33,60,03,33,33,33,33,60,03 B 

434 DATA33,33,69,70,33,33,33,33,33,32 B 


Bfl c V 

W: 


i*i® 


4S5 DATA33,33,67,67,33,33,33,33,33,71 466 DATA77,03,33,33,33,75,77,03,33,33 


426 DATA67,03,33,33,33,33,60,03,33,33 467 DATA33,76,77,03,33,33,33,33,75,03 


427 DATA71,67,67,03,33,33,33,33,60,03 460 DATA32,33,33,33,76,03,33,32,33,33 


420 DATA3E,71,67,67,67,03,33,32,33,33 469 DATA72,03,33,33,33,33,73,03,33,33 


429 DATA60,03,33,33,33,71,67,93,33,33 470 DATA33,33,74,03,33,33,33,33,75,03 


430 DATA32,33,60,03,71,67,67,67,67,03 471 DATA33,33,33,33,76,03,33,65,67,67 


431 DATA33,33,33,33,60,03,33,33,71,67 473 DATA67,03,33,66,67,67,67,03,33,33 


433 DATA67,03,33,33,33,32,60,03,33,33 473 DATA32,33,60,03,33,33,33,33,71,03 


433 DATA32,33,60,03,33,33,69,65,67,93 474 DATA33,33,33,33,71,03,32,33,33,33 


434 DATA32,33,70,66,67,03,65,67,67,67 

435 DATA67,03,66,67,67,67,67,03,33,33 

436 DATA69,65,67,03,33,33,70,66,67,03 

437 DATA71,67,03,03,03,03,33,33,67,67 
430 DATA67,03,71,67,03,03,03,03,33,33 

439 DATA71,67,67,03,33,32,33,71,03,03 

440 DATA33,33,33,71,67,03,33,33,33,33 

441 DATA71,03,69,65,65,65,65,03,70,66 
443 DATA66,66,66,03,32,33,33,32,60,03 

443 DATA33,33,03,67,67,03,65,67,03,33 

444 DATA71,03,66,67,03,33,71,03,33,33 

445 DATA03,67,67,03,33,33,33,33,71,03 

446 DATA60,67,67,67,67,93,33,33,33,71 

447 DATA67,03,32,33,33,71,67,03,33,33 
440 DATA33,33,60,03,33,32,33,33,60,03 

449 DATA33,33,33,33,60,03,33,33,65,66 

450 DATA33,60,33,33,33,33,33,67,67,33 

451 DATA32,33,33,33,33,33,73,03,33,33 
453 DATA33,73,77,03,33,33,72,77,77,03 

453 DATA33,33,73,77,77,03,33,33,74,77 

454 DATA77,93,33,33,74,77,77,03,33,33 

455 DATA75,77,77,03,33,33,76,77,77,03 

456 DATA32,33,33,76,77,03,33,33,33,33 

457 DATA76,03,33,33,33,32,60,03,65,67 
450 DATA67,67,67,03,66,67,67,67,67,03 

459 DATA33,33,32,33,60,03,33,33,33,33 

460 DATA72,03,33,32,33,33,73,03,33,32 

461 DATA32,33,74,03,33,33,33,73,77,93 
463 DATA32,33,33,73,77,03,33,33,32,74 

463 DATA77,03,33,33,73,77,77,03,33,33 

464 DATA73,77,77,93,32,33,74,77,77,03 

465 DATA32,32,75,77,77,B3,33,33,76,77 


475 DATA60,03,33,33,33,33,67,33,33,33 

476 DATA32,' 32,67,67,32,65,66,33,33,33 

477 DATA33,33,65,01,71,67,33,33,66,01 
470 DATA32,32,70,03,03,01,33,33,79,03 
479 DATA03,01,33,33,79,03,03,01,71,67 

400 DATA79,03,03,01,33,32,00,01,03,01 

401 DATA33,33,33,33,33,01,33,70,03,03 
403 DATA33,01,33,79,03,03,71,01,33,79 

403 DATA03,03,71,01,32,79,03,03,71,01 

404 DATA33,79,03,03,71,01,33,79,03,03 

405 DATA32,01,33,79,03,03,32,01,32,00 

406 DATA01,03,33,01,32,32,71,67,33,01 

407 DATA33,33,65,33,65,01,71,67,66,33 
400 DATA66,01,33,33,33,65,33,01,32,65 
409 DATA32,66,33,01,33,66,33,79,03,01 

490 DATA33,33,33,79,03,01,71,67,33,79 

491 DATA03,01,33,33,33,00,03,01,33,33 
493 DATA33,33,33,01,70,03,03,03,71,01 

493 DATA79,03,03,03,33,01,79,03,03,03 

494 DATA71,01,79,03,03,03,71,01,00,00 

495 DATAO,00,33,01,00,01,04,79,00,147 

496 DATA140,227,133,237,67,66,77,66,65,03 

497 DATA73,67,40,160,65,167,39,173,347,160 
490_DATA164,171,190,171,130,176,5,172,164,169 

499 DATA159,160,113,160,39,169,30,160,130,160 

500 DATA209,160,50,169,46,160,74,169,44,104 

501 DATA103,335,05,335,100,335,170,179,35,104 
503 DATA137,170,159,170,06,160 

600 IFD<3819THENPRINT"TOO LITTLE DATA”:END 
610 I FD> 2019THENPRI NT ’’TOO MUCH DATA”: END 
630 IFC<>150490THENPRINT”DATA ERROR” 

630 P0KE199,3:P0KE631,13:LOAD 


END 




( 


Listing 3 


V 


0 P0KE860,80:PRINTCHR5C1473 : 5Y549255 

2 I=4:FGRT-900TG908STEP2:POKET,I+1:PQKET+10,I+3:P0KET+20,1+2:I-I*2:NEXT 
6 91-54276:S2-54277:S3=54273:FGRT-54272T05429G:PDK^T,0:NEXT:PDKES1+20,31 
8 P0KES1+19,245:P0KE899,17:U-53248:PRINTCHRSC149);CHRSC147):POKEU+24,29 

12 5YS49685:SYS49653:POKEU+28,255:POKEU+37,11:POKEU+38,7:POKEU+39,1 

13 F0RT-820T0B98:POKET,0:NEXT:PQKEU+46,2:POKEU+15,100 

14 POKEU,170:P0KE2040,204:P0KE2041,208:F0RT-41T045:POKEU+T,6:NEXT 

90 P0KE899,19:SYS49152:F0RT-2042T02046:POKET,212+RNDC1)*8:NEXT:GDT0500 
92 5P—0:A—50000:POKEU+1,0 

94 G-255:F0RT-4T012STEP2:POKEU+T-1,G:POKEU+T,0:G-G-51:NEXT:POKEU+21,255 
96 P0KE1062,LI+47:SP-0 

100 SYSA:P—PEEKC197}:IFP=GOANDSP<11THENG05UB200 
110 IFPEEK C 898)-OTHEN100 
120 GOT0300 

200 SYS50G25:P0KE51,32:P0KE52,14:F0RT-2T022STEP4:F0RTT-240T00STEP-30 
202 P0KES3, TT/T: P0KE51, G5 : NEXTTT , T : 5P-5P+1 :P0KEB44,0 : RETURN 
300 POKEU+21,0 

305 P0KE51+7,64:P0KE52+7,220:P0KE53+7,11:P0KES1+7,39 
310 5YS49255:P0KEB9B,0:LI=LI-1:IFLI<1THEN500 
320 G0T092 

500 SYS50767:5Y549653:POKEU+21,0:P0KE54296,0:P0KE198,0:P0KE898,0 
502 GETAS:IFA$<>” ’’THEN502 

504 P0KE54296,31:SYS50625:SYS49685:POKEU+21,255:P0KE198,0:LI-7:5P=0:G0T092 
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From KJC Games, Britain's leading PBM CO. 

AN OFFER YOU CANT REFUSE! 

ABSOLUTELY FREE 

TRY A FREE TRIAL IN THE WORLDS MOST 
POPULAR PLAY-BY-MAIL GAME. 

ITS A CRIME! 

All you need to do is send us your name and address and we'll send you a rulebook, start position in a new game, 
and credit for your first two moves. If you enjoy the game, and we think you will, you can continue playing It's a 
Crime! for the incredibly low price of only 62.5p a turn. 

THE SETTING 

The game is set in New York City in the late 1990's. You role-play the part of a gangleader who controls a group of 
misguided youths. The city has severely deteriorated. The brave citizens who remain are now in a life and death 
struggle with the ever increasing number of drug-crazed street gangs. The New York Police Department is 
severely undermanned. 

Your main goal is to become a very powerful gang. This is measured by building your gangs turf into one of the 
largest and by becoming one of the richest, toughest, and most notorious gangs in the city. This will allowyou to 
enter the MOB, and maybe later, become the Godfather. 

On a typical turn you could send your Pros, Punks and 'Cruits out to take over a couple of city blocks and ambush 
an enemy gang, rob or firebomb a building, buy and sell drugs, have yourselves a party, terrorize the residents, 
and much more. 


SEND YOUR NAME AND ADDRESS TODAY FOR YOUR 
FREE TRIAL OF ITS A CRIME! THE WORLDS MOST POPULAR 

PLAY-BY-MAIL GAME. 

WRITE TO: 


KJC GAMES, 

PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FYS 2UL. 



25 players compete to be the V ultimate ruler by controlling all the developed 
cities, either singularly or with an alliance A typical game will last about 
18 months, with the first knockouts usually starting after six months. 

Each player is either a king of a fantasy race or a powerful charismatic character 
You can recruit trolls, wlldmen and control powerful creatures such as dragons. 
Your characters will capture and control cities, upon which you can spend gold to 
improve security, workshop production, defences, and maintain and enlarge 
your army With gold, your wizards undertake magical research. Spies search out 
enemy strongholds and then attempt acts of sabotage, theft and assassination 
These are just a few options available to a player in Earthwood 
Earthwood is computer moderated but the turn sheets and replies 
are written in plain English 
No need to look through complex charts and code books to understand this game 




Europe's most popular Play By Mail game 

• the fantasy campaign game with over 
1,000 player parties already participating 
To enter, send £6 00 for rules, setup, first 
three turns and copy of latest newsletter 
Further turns £1 75 each 


To enrol in Capitol send a £6.00 
cheque/PO/international Money Order 
payable to KJC Carnes For this you will 
receive the rulebook, setup and first two I 
turns Each turn of Capitol costs £1 75 for I 
the first 60 orders Each additional 30 
orders costs 75p European players are 
welcome 



To enrol in ▼ Earthwood send a £5 00 
cheque/PO payable to KJC Games 
For this you receive the rulebook, 
setup and first three turns 
Future turns are £1.50 



Send to KJC Carnes, PO Box 11, 
Cleveleys, Blackpool, 
Lancashire FY5 2UL 

Welcome on - (0253) 866345 


GAMES 




Once upon a time Gordon Hamlett 
t was sitting comfortably in front of 
his computer reviewing the latest 
electronic novels — take a look over 
his shoulder 


The adventure is dead, long live the 
adventure! The trouble is adven¬ 
tures don’t seem to be called 
adventures any more, at least not 
on the other side of the Atlantic. 
The term was alright for early 
games in which commands such as 
‘kill troll’ or ‘push button’ were all 
that was required by way of text, 
but with the added sophistication 
brought by disk-based systems and 
better parsers, a new name was 
required. 


Infocom call their adventure 
games ‘interactive fiction’, while 
Broderbund has gone for ‘elec¬ 
tronic novel’. So does a different 
name mean a different type of 
game or is it just another case, as 
George Bernard Shaw said, of 
“two nations separated by a 
common language?’’ 

Well, the new American adven¬ 
tures are different. Very different 
to the British ones. In fact, the 
only new British adventure which 
can hold a candle to the American 
ones is The Pawn from Rainbird. 
Whether Guild of Thieves, also 
from Rainbird, or Level 9’s latest, 
Knight Ore, will rate remains to be 
seen as they have yet to be 
released. 

The new American games 
score heavily on game size and pre¬ 
sentation. The reason for the 
Americans pre-eminence is due, 
albeit very indirectly to Sir Clive 
Sinclair! Before the writs start 
flying, let me explain: Sir Clive’s 
machines were incredibly popular 
and these machines were all 
cassette based so the British soft¬ 
ware industry mainly produces 
games on cassette. Apart from 


The Pawn, can you think of any 
British game that has been written 
for disk only? The situation in the 
US and, to a large extent, in the 
rest of Europe is exactly the 
opposite. There, you can hardly 
sell a game on cassette so, as 
games are written for disk, they 
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It Gawain experienced a vision in a Wandering through the castle, 

dream and had it written down. It you meet a small girl who looks 
tudying for his is this story that appears in the strangely familiar and your old 
angular Philo* Albion Manuscript and a combin- battle tutor. Master Adam. You are 
he* involved ation of the magic book and the drawn to a banquet and Guenevere 
chat he could mystical software rights (?) lets you asks you to join her. Treachery! 
works of the experience the same vision. She is an illusion and you quickly 

The story starts with you find yourself in court being tried 
struggling to keep your by demons on a charge of trying 


Spiff 1 

ike notice. 

such as letters, maps, diaries and ° 
; ' / IteMfbvekieSvThis adds at#fps- 

P h « re , and ™ kes P iratin S more wa 
difficult as these extras contain on 
5-^ : vital c,ues - (Incidentally, we hope his 
to bring an in depth article on 
Infocom next month). , 

The four new games looked 
in this article are all from Broder- / > 
bund. They are all similarly f 
packaged: a 100 page book, hard- I 
back in three out of four cases; . 
two disks; reference card and 32 | 
page colour catalogue. The books 1 
contain an introduction to the r 
game’s storyline, illustrations, 
spaces for notes and maps and V 
details of the game’s commands. 

A, » very^professional. ^ ^ ^ 

the game — before starting a game 
y° u are asked a password which 
£~^fes to be looked up, ie what is the 
~rTr^rthird word on line fourteen, page 
'-nine or whatever. Simple 
fective, a wonderful anti- 

S device. 

storylines are excellent 
riginal with logical plots and 
, they lead the player gently 
e story which carries on 


then there is the enigmatic Panface 
and Betty, the barmaid with the 
heart of gold? Come to think of 
it, are you that sure of yourself, 
whoever you are? Why are you 
being followed by Nate Grey and 
how much does it cost to bribe a 
Gak? Find one of the seven shamen 
of Garbo and maybe you will live 
to answer these questions(.) 

A quick confession here. I haven’t 
actually played this game as it 
turned out to be for the Atari 
plus two disk drives instead of the 
requested Commodore version, so 
this is a quick run down of the plot. 

Although the Vollchons had 
been overcome in the Aracdus 
war, they have now risen up and 
are threatening all kinds of 
revenge. Their attack came as a 
total surprise to the Federation 
who were caught out. 

Only one man can help the 
Federation, Professor Ignatz Klein, 
but he has crash landed on a distant 
planet and is missing presumed ^ : 
dead. He alone has the mathe¬ 
matic construct necessary to 
destroy the Vollchons. This is your 
only hope. 

The only ship in the area is The 
Essex but its captain is no friend 
of the Federation. But if you can 
get aboard the Essex and deliver 
the sealed orders by hand then all 
may not be lost ... 


you to do something but you don’t 
recall having any musical talent, but 
you open the keyboard and tenta¬ 
tively play a few notes. To your 
surprise, they sound alright so you 
continue. The crowd calms down 
and Bobby’s ghost appears next to 
you mouthing his old songs that 
you feel sure are significant. 

A singer backstage beckons 
you to follow her up a long spiral 
staircase made of crystal. A huge 
cage blocks your way and the 
winged woman inside pleads with 
you to release her. This you can 
only do by answering a riddle. The 
cage dissolves and you are free to 
explore the castle. 

The castle is the domain of The 
Generalissimo — your second 
mind. One of the most feared 
dictators of his time, he was 
immensely cruel and was eventually 
executed for crimes. A soldier, half 
turned to stone, blocks one path 
and a riddle locks another door 
beyond which an army of children 
with animal heads await. 

The other three characters 
whose minds you enter are no less 
weird and the same goes for the 
adventures they lead you on. One 
is a poet, put to death for his love 
of a princess; he wrote the great 
War Trilogy. The last is Dr Eva 
Fein, the female Einstein, her 
speciality is the field of the nature 
matter. A former schoolmate of 
The Generalissimo, she was forced 
to flee his evil regime. If all this 
sounds strange then, believe me, 
playing the game is even stranger. 


eyes open as to usurp the throne. The evil 
Bedivere Morgain Le Fay is your chief 
plucks away accuser 

at his You are imprisoned in the same 
lute, cell as a certain Jeremy Diddler but 
Wjyv manage to escape with the help of 

JHjBk a bat-eared gargoyle called Fum. 

SBriA He leads you into the underworld, 
\ Ulro, and here your quest really 
R$ \ begins as you have but 24 hours to 

k \ find the necessary exit and pass- 

11 I fi \ word to enable you to escape. 

Here you will encounter the 
JgLjfijiH magician Blake, the Green Knight 
and the White Apes of Ulro. 


MINDWHEEL 


The apocalypse seems inevitable. 

The Federated Nations has collap¬ 
sed and the cities have been given 
^ oyer to rioters. Tourists are being 3 

torn apart by wild dogs in Times 
Square and there is a reported gas 
leak in Geneva. Only one man 
understands the problem, Doctor 
; ; Virgil, and he is looking for a 
>2^ volunteer to retrieve the one 
artifact that can save the planet. 

The Wheel of Wisdom. 

The Wheel can only be 
obtained from the Cave Master at 
the very dawn of time. To find him 
you must journey telepathically 
through four different but some- 
how interconnected minds. This 
possible as a result of Dr VirgiPs 
research into neuro-matrix mind 

traV M H , w 

Naturally, you volunteer and 

the story begins with Dr Virgil ex¬ 
plaining various procedures to you. 

He then presses a switch. In front 
of you, you see a crowd going wild 3§g»■ s 
l in what appears to be an audt- 
V torium. You are on stage, 

M complete with backing group and 
R bodyguards. You are in the mind of 
H Bobby Clemon, the assassinated 
® rock star. He is an odd character, 
half John Lennon, half Janis Joplin. 

# du Above you, the video screen is 

* of showing footage of your death 
y is intercut with other scenes. A thug 
d to rushes onto the stage to be 

ou are to gain the diverted by a flying kung-fu tackle. 

•mour and sword. Obviously, the crowd expect 

- m 

a maiIaI 


games are presented as stories too 
— hence the electronic novel tag_ 

This means text only games with 
lots of text. Long descriptions of;?N\J 
all sorts of things that cannot be 
illustrated — sounds and smells — 
again this adds considerably to the 

^>^,The parsers are excellent too ^^1 


* v : ^ not J e ^ been ^exploited bi 

Hobbits although they are si 
" fairly simplistic — Sir Bedivere pla; 
,-;T. old Northumbrian folk tunes I 
learnt as a child, for instance. 

Is there nothing wrong wii 
these games? Yes! They are vei 
stow. The Commodore disk sy 
tern is one of the slowest in tl 
worlclf couple that with a syste 
^ that accesses the disk for evei 

to put the key into the di: 
and wind it up! But belie> 
the wait is usually worthwhil 
,';}/ So what of the gameS|ther 
4 ;,' The four tides include ; 

fantasy, two spa< 
stories and a journey through foi 

, ! |^ nds that defies 


a bad name. Unfortunately, they 
are by no means the lowest form 
of life on the planet Borg. Hidden 
in the deep recesses of the outer 
tentacles of the Slug Nebula, Borg, 
the home of the Lau people, has 
become a haven for the evil. 

Folklore myth says, however, 
that when a veil is drawn across the 
face of the constellation Garbo, 
the planet will either be destroyed 
or saved. Are you interested or 
would you rather order another 
drink? ^ 

The planet is supposed to be a 
centre for intergalactic slave 
traders. Everybody is on the make. 

. The game starts with some friends 




iearch so it was then that he As you 
dvertently stole the Albion are tran 
inuscript from the Belmont a huge 
lseum — King Arthur was a lot simply e 
>re interesting than Saint Slog, be obse 
The manuscript dealt with the magical 
ventures of Sir Gawain, one of 
* knights of the Round Table, 
t after reading it, Diddler 
tiled it to some friends in the 
mputer industry. They, in turn, 
ered to try and release Diddler 
>m jail in return for something 
led software rights after Jeremy M 
is arrested for the theft of the S 


ite is All Hallows, 1317. 


*??&&*/* I. 


CONCLUSIONS 


All the games are beautifully 
put together, both in terms of 
gameplay and in presentation. 
They are certainly expensive, 
but are still excellent value for 
money — you are paying for 
quality. How many times have 
you bought a £10 game and 
been disappointed with it? 
Broderbund’s electronic 
novels, especially, are superb. 

Your first task then is to 
save up and get yourself a disk 
drive if you don’t already have 
one. Not just for the extra 
speed — certainly not on the 
Commodore! — but because 
it gives you access to much 
larger and more sophisticated 
games. Anyone who has tried 
to play Infiltrator or Gunship 
on cassette will know just how 
frustrating it can be. The 
future of computer games lies 
with disk games and the elec¬ 
tronic novel. Remember you 
heard it first in Gamer! 






















































































































































COMPANY 


^Vihml^lVr^W <}/k~r* a..-~ ».*or •# ‘VJW 

Title: Psi-5 Trading Company yQjJt 

fly Computer: Spectrum 

Supplier: US Gold (Accolade) t 

Ml Price: £9.99 fctv 


* Flying freighters across the Parvin 
5; frontier is no picnic, particularly 

* when you’re carrying perishable 

* goods and have to fend off swarms 
ft* of pirates. My problem is I work for 
V! the Psi-5 Trading Company and I’ve 

/ got to get a load of Nucliarc to 
Kozzar-7. It’s only 120 parsecs and 
tf it’s 12 million on delivery but it’s 
^ not going to be easy. 

~ This crate they call a freighter 
i has me on the bridge but I need 
1 somebody, or something, in 
i engineering to get the crate moving; 

* in navigation, to make sure we don’t 

> run into something; in scanners, to 
"J look out for pirates; in weapons, to 
\ blast any unwelcome visitors, and 

' and a good repair man in case 
! things don’t go according to plan. 
Don’t get me wrong, there’s 
, plenty of crew around but I need a 
i good crew. I’m down to a shortlist 
mpi of six for each job and can even 
punch up a record telling me what 
-4 they’ve done and any strengths or 
weaknesses, but how do you choose 
fC between Boris, a 47-year-old 
f* Jargonian, a robot and a pink alien 
^ called Yeela? Whoever I choose I’m 
if bound to get it wrong. 

/ Eventually, I get a crew together 
{ and, at last, I’m ready to go. The 
i first job is to get in touch with 
1 engineering and let the guy know 
j the priorities for energy as it’s no 
f good Yeela trying to fire the 
\ blasters if the engineer has 
f\ chanelled all the ship’s power 
through his hi-fi! Then it’s contact 

> repairs, to make sure he knows 


Desert rats are the subject of 
PSS’s latest in its excellent 
wargamer’s series. 

You take the part of the 
German forces who, led by 
Rommel, must cross the Gazala 
line to re-take Tobruk. Unfortu¬ 
nately, a quarter of a million 
mines and the combined British 
and Commonwealth forces stand 
in your way. But, luckily, the 
British haven’t finished laying the 
half million mines that will form 
the Gazala line, so, if you attack 
now, using your air support and 
engineers efficiently, you stand a 
chance of taking Tobruk. 

The game begins with the 
opposing forces facing each other 
across the massive minefield 
which not only dominates the 
map but also both sides’ tactics. 
To work out your tactical 
strengths you place the 
command box cursor over your 
units, this enables you to 
evaluate their strengths from 
their values. Units include: 
infantry; artillery; armoured 
vehicles and supply. There are 
also supply and movement 
points. 


Title: Tobruk 

Computer: Spectru 
Supplier: PSS 

Price: £9.95 


c From a state of controlled panic 
\ things rapidly shift to the blind 
< variety and both cargo and ship are 
t lost, but, with a bit of luck, I’ll have 
^ learnt something about the crew — 

\ enough to give me a fighting chance 
\ next time! 

* Then, at the end of a mission, I 
\ get a bill. It will be several games 
I before I’ll be able to pay this little 

J lot off and get back into the black. I 

* don’t know when the Psi-5 Trading 

* Company will ever actually make 

I money, still it’s good fun trying to. 


what to repair. Then it’s onto 
navigation and weapons, to make 
'C sure they’re ready for any pirates 
% i but don’t go attacking any innocent 
£ spacecraft. Then pandemonium 
.J breaks out. 

1 My plans all come to nothing as 
the undisciplined crew go their own 
^ way and the pirates get going. I try 
LC to get navigation to get us out using 
evasive manoeuvres and hope that 
& repairs can keep everything 
£ together while weapons tries to 
^ fend off the marauding maniacs. 

<mr t m-*'— 


trucks that you can trundle 
around. However, some Panzer 
units move quicker than the 
trucks so you must give them 
time to catch up. 

As with other wargames the 
game is played turn and turn 
about with each opposing general 
getting a chance to move and 
attack. After the second round 
comes the crucial, unique 
command phase in which you 
allocate air and engineering 
resources to any of the six 
missions. If the indicator then 
turns red the enemy has the 
advantage, yellow indicates a 
balance, but if you get the green 
light you’re ahead so the mission 
can go ahead. This means your 


If 




If, however, you prefer action 
to strategy and fancy your 
chances as a tank commander 
you can select the game’s arcade 
option. This decides the outcome 
of all battles on the basis of your 
performance in an arcade 
sequence. If you choose this j 
option you are presented with a 1 
tank with icons for driving the 
tank, punching up a map, firing 
the main gun and blasting with a 
machine gun. Unfortunately, you 
can only perform one action at a 
time so you’ll have to practise 
swapping around first to give you 
any chance of hitting the enemy 
tanks before they hit you! Be 
warned — your performance, no 
matter how dismal, decides the 
outcome of all battles so use the 
tank trainer program supplied 
with the game tape before 
risking anything in the real game. 

Tobruk is undoubtedly one of 
the most enjoyable wargames 
ever, ideal for beginner and 
veteran alike. AH 




SCORELINE 

Impact 
Originality 
Gameplay 
X-Factor 

OVERALL 


Supply points are essential to 
both sides as without supplies — 
ie food, ammunition, fuel etc — 
any manouevre would be suicidal. 
The British get their supplies 
from the six oases, Tobruk being 
the most important, so these are 
your six prime targets. Cut the 
British supply lines and they will 
be forced to retreat. The 
Germans have two mobile supply 


air forces, for instance, can fight 
it out with the enemy in the air 
and try to hit strategic map 
locations. These latter strikes can 
be highly effective so long as the 
unit you’re aiming at doesn’t 
move before you attack. You can 
also sabotage the enemy’s 
attempts at recovery and clear a 
path through the mines to pave 
the way for a ground attack. 


v> i 

£n$3 SCORELINE J; 

AVI.I Impact 75% \ • 

yV\//£ Originality 85% J 

Gameplay 60% 

M |fAj X-Factor 45% \ 

‘Xty OVERALL 66% X 
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S I 
X M 
G M 
U C 
N J 
S I 
H S 
I J 
R E 
T H 
L M 
P I 
T S 

Name: . 

Address: .... 


Machine: C64/I28, IBM, Apple, Atari 
ST, Spectrum, Amstrad CPC, Amiga 
(delete as applicable). 

I agree to abide by the rules of the 
competition. 


Signed: 


Please mark envelope Gunship Competition. 


Games don’t get Gamer Golds for 
nothing and Gunship earned its last 
month. Now Gamer is offering 20 
copies of the game — in conjunction 
with makers Microprose — to the 
first 20 readers to send in a 
completed wordsquare. 

If you are on target it shouldn’t 
prove too difficult, so set your sights 
on a free copy of this best-selling 
US game — which has had rave 
reviews over here — and take a shot 
at our competition. All you have to 
do is find the 12 words listed below 
that are hidden in the wordsquare. 
They may be either vertical or 
diagonal, but are all in straight lines, 
either backwards of forwards. Just 
circle them when you find ’em and 
send the completed square plus 
your entry form to Gamer. 

But what about the game? Well, 
it is new in Britain but has sold 
more than 50,000 copies in the US 
and is so tough that the US Army 
now uses it to stress test pilots — 
pilots actually ‘test flew’ Gunship 
itself before it was released. The 
idea of the game is to gain 
promotion as a Gunship pilot 
through successfully completing a 
number of combat missions. 

Gunship is based on the AH-64A 
combat helicopter. 

Interested? Well, get working, 
and make sure your entry reaches 
us by May 30. Send it to: Gunship 
Competition, Computer Gamer, 

ASP Ltd, I Golden Square, London 
WIR 3AB. But see entry rules at the 
back of the mag first'. 

MICROPROSE 
SIMULATION 
WILD BALL 
MIG ALLEY ACE 
GUNSHIP 
ACROJET 
SOLOFLIGHT 
TETBURY 
SILENT SERVICE 
AMERICAN 
COMPUTER 
SID MEIER 




















































This game is likely to set two records before 
it is even loaded! Fifst, for the longest title 
and, second, for the heaviest package — the 
disk comes with a 930 page reference book. 

Aimed at II to 15 year olds, the game 
is actually a mixture of game and geography 
tutor. But don’t let that put you off. It is fun. 
You play the part of a private detective trying 
to track down Carmen Sandiego’s notorious 
gang as they make their way across the world 
with their ill-gotten gains. 

It all starts with a telex from Interpol 
informing you that a priceless treasure has 
been stolen from one of 30 capitals around 
the world. These include well-known cities 


URdUlM spectrum 


is golf supremo Nick Faldo’s Nick Faldo Plays 
the Open on the Mind Games label. It sets 
you down on the St George’s course in 
Sandwich. 

Fancy this little lot then? Great fun for 
armchair players, eh! If you do all you have 
to do is fill in the order form below and send 
it to Argus Press Software (address on the 
form). And if you like what you get look out 
for more special offers in the future. 


These include the recent Peter Shilton's 
Handball Maradona in which you get to play 
one of the best goalies ever. The game 
features several different skill levels and 
practice as well as full matches. 

The other two games are a golf number 
and American Football . The latter comes on 
the Bug Byte label and should be fun for 
Fridge fans. 

The golf game is right on cue too as it 


A re you a sports freak? Well, Computer 
Gamer has a cut-price treat for you 
then. We are offering you a chance to 
buy three sports games from Argus Press 
Software for only £9.95. 


PLAYS THE 


Sports Alive Order Form 
Computer Gamer May 1987 


APS Offer 


Name 


Address 


Machine: Amstrad CPC, Commodore 
64, Spectrum 48K/I28K (delete as 
necessary) 

Please send me .... special sports game 
packs. I enclose a cheque/postal order for 

.(£9.95 per set of three games). 

Please make payable to Argus Press 
Software and send your order to: 
Computer Gamer Games Offer, B and 
C Distribution, Units 1/2 Conlon 
Developments, Watery Lane, Darwin, 
Lancs BB3 2ET. 


nes for 
of one!! 


the price 


docks, here you get clues as to where 
chummy may have fled. For example, if the 
librarian told you that the suspect asked for 
a book on the Eiffel Tower, it is a reasonable 
assumption that Paris should be your next 
port of call. Each investigation takes a certain 
amount of time so that you have to balance 
the gaining of information against your 
deadline — you only have one week. Flights 
also take time and you need to sleep. 

Evidence must also be found on the 
suspect in order to make a correct identifi¬ 
cation and get a warrant issued. Usually, 
three pieces of personal data have to be fed 
into the Interpol computer before you are 


Geographical information is taken in 
indirectly — no-one makes you sit down and 
learn anything. The one major drawback as 
I see it is the book — the American 1986 
World Almanac. There is so much inform¬ 
ation in it that actually extracting any can be 
very frustrating. A lot of people have 
difficulty understanding a railway timetable, 
so a book like this is likely to be over- 
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Investigate 
Visit Interpol 


Computer: C64 
Supplier: Broderbund 

Price: £1.99 


X like London and Paris and some more obscure 
bhes — hands up if you can mark Moroni or 


gall on a map. 

To catch the big bos^you must first 
identify him or her and then get a warrant 
for arrest. Next you have to find him or her 
I The obvious starting point is the scene of the 
I crime — thi^s '■bbre eac ^ cas e begins. Here, 
you have f®rmernative courses of action: 
you can check with the airport for the 
available flight connections; you can catch a 
plane; you can investigate yourself or you can 
contact Interpol. 

In each capital there are three places to 
investigate — eg the library, stock exchange, 


absolutely sure of who you are chasing, both 
Scar Graynolt and Fast Eddie B may have 
tattoos and wear a ring but only Fast Eddie 
goes mountaineering. 

So why the need for a reference book? 
Well, the chances are, for instance, that you 
don’t know which country has the baht as 
its unit of currency so you need to look it 
up — not all clues are as easy as the one 
about the Eiffel Tower. You need to know 
about flags, famous buildings, main industries 
and major provinces. 

The presentation of this game is excellent, 
it has nice cartoon graphics and simple 
controls — all menu driven. 


lombo 
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whelming. A junior version of the book, or 
even a database on the disk, would have been 
preferable. The book apart though, I can 
think of worse ways of revising for a 
geography exam. 
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he program allows you to tai 
control of any team (there are 20 
listed in two data statements, but 
they can be changed). You work 
through the competition until you 
lose a match or, of course, win 
cup in the final! 

When the program is run, you 
select either a novice, amateur or 
professional manager. The menu is 
then displayed. From this the user 
must first select a team out of the 
‘20. They can then either enter the 
players* names (20 in all) or play the 
next round. If they don’t enter th 
names then they are set up to be 
Goalkeeper, Defender /, Defender 2 , 
Defender 3, Midfield /, etc The 
names, if not already entered, can be 
entered any time throughout the 
program. A list of your squad can 
seen via option 3 in the menu. 

When option 6 is selected, the 
next round is played. The opposition 
is selected at random, although the 
gram stores the names of each 


10 REM ***** F.A Cup Trail ***** 
20 REM ***** By. Mark Gidley ***** 
30 REM ***** 29-31 August'86 ***** 
40 : 

50 *FX200,1 

60 REM Leave out above until fully 
debugged 

70 MDDE7:VDU23;11,0;0;0;0:H=&7C00: 
PROCINIT s PROCSKILL s PROCB;END 

80 DEFPROCI: M7.=0: Z7.=2: H7.= l s PROCJEB 
90 PROCX:END 

100 DEFPROCK: H>C=1: C$=" 1st half M :E7.=0 
: F7.=0 s Q7.= 1: U7.= 1 s G7.=45 s K7.=4: 17.=0 s C=FALS 
E 

110 I7.= I‘/.+ l: B7. (17.) =0: D7. (17.) =0: IFI7.C2 
0 GQTO110 ELSE ENDPROC 

120 DEFPROCINITs DIMA$ (20> ,B*<20) ,E7.< 
20) ,A7.(20) ,B7.<20) ,D7. (20) ,C*<20) ,D*(100 
) ,C7. (4,8) ,G7.(8) ,F7.(20> s 17=0: REPEAT 17= I 
7.+1: C7. (4,17.) =0 s UNTIL17.=8 

130 DATA Arsenal,Aston Vi11 a,Char1to 
n,Coventry,Everton,Leicester,Liverpool 
,Luton Town,Manchester C,Manchester Ut 
d,Newcastle Utd,Norwich,Nottingham F,0 
xford Uni ted,Q.P.R,Sheffield Wed 

140 DATA Southampton,Spurs,Watford,W 
est Ham 

150 DATA Goal keeper,Defender 1,Defen 
der 2,Defender 3,Defender 4,Midfield 1 
,Midfield 2,Midfield 3,Forward l,Forwa 
rd 2,Forward 3,Sub l,Sub 2,Sub 3,Sub 4 
,Sub 5,Sub 6,Sub 7,Sub 8,Sub 9 

160 RESTORE 150 s FOR 17.= 1TO20: READB$ (17. 
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is also displayed at the end of the 
match showing which team has won 
(if any). 

If after full-time the match is 
drawn, a replay will be played (or 
extra-time if in the final — if this 
ends in a draw there is a replay). 
After a win, the team carries onto 
the next round, eventually the final! 

After a match has been won the 
player returns to the menu. Whilst in 
the menu the player can view results 
so far, view how many goals each 


; y; ' 


r has scored and as mentioned 
enter the squad’s names If 
not already done so, and of cour 
play the next round. 

The result of each match is 
dependent on which players the user 
selects for each particular match. 
Each player is given a rating of I to 
5 before any match and the 
the value of each player picked the 
more likely it is that goals will be 
scored. Their form goes up and 
down after each match. 
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) :NEXT:FORI7=1TOl1: A'/. (17)=0:NEXT:RESTO 
RE 130: FOR 17.= 1TO20: RE ADA* < I V .) : NE XT : C7.=0 
: p=FALSE: B7=l: R7.= l : F=FALSE:ENDPROC 

170 DEFF'ROCa: PROCd < 10,2,131,130, 1 , "S 
ELECT TEAM ") 

180 y7=6: J7.= l: REPEATA*=CHR* (J7+64) +" 
) "+A* (J7.) +STRING* (2B-LENA* (J7> , " ">:P 

ROCd (8,y7., 129,0,0, A*) : IFJ7.=5ORJ7.= 10ORJ 
7= 15ORJ7.=20 y7.=4: PROCb 

190 y7=y7+2: J7=J7+1: UNTILJ7.=21 : GOTOl 

80 

200 DEFPROCb:PROCd(10,18,131,130,1," 
SELECT TEAM "):PROCd(2,20,131,130,1,” 
OR PRESS <RETURN> FOR MORE ") 

210 C7=GET:C7=C7-64:IF C7.>0 AND C7.<2 
1 p=TRUE:SOUND1,-15,150,2:PROCB ELSE I 
F C7.=-51 ENDPROC 

220 SOUND1,—15,150,2:S0T0210 
230 DEFF'ROCO: CLS:PROCd(10,1,135,132, 
l,"Team Selector "):I7=0 

240 17=17+1; I FIX >9 N7.= l ELSE N7.=2 
250 A*="Player":PROCU:PR1NT:CHR*130; 

"." : IF I 7< 20 GOTO240 

260 VDU23;11,255;0;0;0:I7=0:REPEATI7 
= 17+1 

270 PRINTTAB (18, I7.+3) ; "." : IN 

PUTTAB(18,17+3)""B*(I7):IFLENB*(I7>>9 
SOUND1,-15,150,2:GOTO270 

280 IFB*(17)=""SOUND1,-15,150,2:GOTO 
270 ELSE UNIILI7=20 

290 VDU23; 11,0;0;0;0: ENDFROC 
300 DEFPROCU:PRINTTAB(2,17+3);CHR*12 
9CHR*157CHR*131; A*; SPCN7;17;" ";CHR*1 

56;:ENDPROC 

310 DEFPROCP:PRINTTAB(0,6);CHR*131CH 
R*157CHR*129;"On-field players Su 

bstitutes “;CHR*156:FORI7=1TO11:PRINT 
TAB(1,17+7);CHR*130;:IFI7<10PRINT;" "; 
17;ELSEPRINT; 17; 

320 PRINT;")";CHR*134;B*(A7(17)>;" ( 

";E7(A7(17));”)“:NEXT:F0RI7=1T04:PRINT 
TAB(21,17+7);CHR*130;17;")";CHR*134;B* 
(A7(17+11));" (";E7(A7(17+11));")":NEX 

T:ENDPROC 

330 DEFF'RQCX: PROCV: CLS: F'ROCG: PROCD: P 
ROCE: PROCC: PROCJ:SOUND1,-15,150,5:N7=1 
:REPEATIF H7>9 N7=0 

340 PRINTTAB(19,15);CHR*129CHR*157CH 
R*131;"Minutes gone : ";SPCN7;H7;" "; 

CHR*156:PROCQ:c7=0 

350 c7=c7+l:IFRND(2000)=105 F7=F7+1: 
D7(U7)=H7: U7=U7+1:PROCC 

360 IFRND(T7)=105 E7=E7+1:B7(Q7)=H7: 
PROCW:Q7=Q7+1:PROCC 


IFINKEY-82 PROCh:FROCQ 
IFc7<50GOTO350 

H7=H7+1:UNTILH7>67:IFG7=30 E=FAL 


IFG7=45 E=TRUE 
IFG7=90 E=FALSE 
PROCi:END 
DEFF'ROCE: PROCd ( 


'4,0,0, A* (C7 
)):PROCd(2,11,134,0,0,A*(D7 >):ENDPROC 
440 DEFPROCC:PROCd(25,8,130,0,0,STR* 
(E7)):PROCd(25,11,130,0,0,STR*(F7>) : EN 
DPROC 

450 DEFPROCJ:PRINTTAB(0,15);CHR*129C 
HR*157CHR*131;C*;" ";CHR*156:ENDPROC 

460 DEFPROCi:SOUND1,-15,140,5:TIME=0 
:REREATUNTILTIME>70:IF E=TRUE SOUND1,- 
15,140,20:CLS ELSE SOUND1,-15,140,5:TI 
ME=0:REPEATUNTILTIME >70:SOUND1,-15,140 
,15:CLS:*FX15 

470 F'ROCG: IF E=TRUE A*="HALF TIME RE 
PORT “ELSE A*="FULL TIME REPORT " 
480 PROCd (8,4,131 ,129,1 , A*) : F'ROCE: PR 
0CC:A7=1:PRINTTAB(4,10);:IFB7(1)=0GOTO 
500 

490 PRINT;B7(A7);;:A7=A7+1:IFB7(A7)= 
0 GOTO500 ELSE PRINT;GOTO490 

500 A7=l:PRINTTAB(4,13);:IFD7(1)=0GO 
TO520 

510 PRINT;D7(A7);:A7=A7+1:IFD7(A7)=0 
GOTO520 ELSE PRINTGOT0510 
520 c*="Press"+CHR*131+"1"+CHR*130+" 
to list scorers or“:PROCA:PROCd(X7-1,1 
8,130,0,0,c*>:c*="C"+CHR*130+"to conti 
nuePROCA:PROCd(X7-1,20,131,0,0,c*) 
530 A=GET:IFA=49PR0Ce:GOTO470 
540 IFA=67 AND E=TRUE GOTO570 
550 IFA=67 AND E=FALSE GOTOl210 
560 SOUND1,—15,150,2:6OTO530 

G7=90:PROCX 


570 H7=45:C*="2nd half 
580 DEFPROCe:T FB7(1)=0 GOTO530 ELSE 
FORI7=7 T023:PRINTTAB(0,17);SPC40;:NEX 
T;PRINTTAB(0,8);:VDU129,157,131:PRINT; 
"Name of Hot Shot Minute scored 
CHR*156:A7=1 

590 IFB7(A7)>9 N7=0 ELSE N7=l 
600 PRINTTAB(5,A7+9);C*(A7);TAB(24); 
SPCN7;B7(A7):IFB7(A7+1)=0 G0TD610 ELSE 
A7=A7+1:GOTO590 

610 PRINTTAB(2,23);CHR*129;"Press S 
F'ACE ' to return to report": REF’EATUNTIL 
GET=32:CLS:ENDPROC 

620 DEFF'ROCh : I FK7=2S0UND 1, -15,50,2 : E 
NDF'ROC 

630 FOR 17=3T023 : F'R INTTAB (0,17); SPC40 























































;:NE X T:PROCP:* *F X15 f 1 

640 F’R I NTTAB (0,22) ; CHR# 134 ; " Number o 
f PLAYER to be removed : INPUTT 

AB (34,22>" " a%: I Fa7.< 0ORa7. > 11 SOUND 1,-15, 
50,2:GOTO640 

650 IFa7.=0 GOTO680 ELSE PR I NTT AB (0,2 
2);SPC39:PRINTTAB(0,22);CHR$134;"Numbe 
r of SUB to replace "s B* (A*/. (a7.) ); TAB (0 
,23);CHR*134;": “ 

660 INPUTTAB (3,23) b%: IFb7.< 10RbX>4PRI 
NTTAB(3,23);SPC35;:S0UND1,-15,50,2:GOT 
0660 

670 PRINTTAB(0,22);SPC78:PRINTTAB(0, 
21) ;CHRS131;B*(A7.(b7.+ li) ) ; “ has replac 
ed "; B$ (AT. (aX) ) :07.=A7.(a%> : P7.=A7. (b7.+ l 1) 
: a*=B* <07.) : b*=B$ (P7.) : B* (07.) =b$: B$ (P7.) = 
a*: c7.=F7. (07.) : F7. (07.) =F7. (P7.) : FX (P7.) =c7.: c 
7.=E7. (07.) : E7. (07.) =E7. (P7.) : E7. (P7.) =c7.: K7.=K7. 
-1:PROCR 

680 FQRI7.=3TO23:PRINTTAB(0,17.) ; SP 
040;:NEXT:PROCD:PROCE:PROCC:PROCJ:PRIN 
TTAB(2,18);CHR$134;"Press 'S' to bring 
on a substitute“:PROCE:PROCC:PROCJ:EN 
DPROC 



690 DEFPROCm:PROCP 

700 PRINTTAB(5,22);CHR$131; “ Is this 
squad O.K boss ;:A=6ET:IFA=78 J=TRUE 
ELSEIFA=89 J=FALSE:ENDPROC 
710 VDU7:GOTO700 

720 DEFPROCd(a,b,V7.,W7.,b7.,Z$) :a*=CHR 

*141+CHR*V7.: IFb7.= l a*=a*+CHR*l57+CHR$W 

7. 

730 GO3UB740:b=b+l:GOSUB740:ENDPROC 
740 PRINTTAB (a,b) ;a$;Z$; : IFb7.= l VDU1 
56:RETURN ELSE RETURN 

750 DEFPRQCG:p$=A$ (C7.)+“ Team Manage 
r " : c$=p$: PROCA: PROCd (X7.-3,1,129,131, 
1,p$>:ENDPROC 

760 DEFPROCD:c $="F.A Cup “:B$="Round 


"+STR*(B7.) : IF B7.=6 B$= n Quarter-f inal 
" ELSE IF B7.=7 B$= ,, Semi Final "ELSE IF 
B7.=8 B*=" Final" 

770 c$=c*+B*+" ": PROCA: PROCd (X7.-3,4 

, 131,129,1 ,c*> : IFK7.>2 PRINTTAB (2,18) ;C 
HR$134;"Press S' to bring on a substi 
tite":ENDPROC ELSE ENDPROC 

780 DEFPROCB: PR0C1 : CLS: PROCK: PROC-g 
790 PROCd(7,2,130,135,1,"The F.A Cup 
Trai 1 " ) : RESTORE920: Y7.=5: n7.= l: REPEAT 

READt$: PROCd (0,Y7., 131,0,0, t*+" "+STRIN 
G$( (33-LENt*) , " . ")+" "+STR$(n7.) ) :*FX15 
,0 

800 n7.=n7.4 1 : Y7.=Y7+2: UNTI Ln7=8: PROCd ( 
11,20,134,0,0,"Select Option ">:B=©:0 
=0:A=0 

810 REF*EATA=GET: A=A-48: IFA>0 ANDA< 8 
0=A:GO 10830 

820 IFAC>-35 VDU7:G0T0810 ELSE G0T08 
40 

830 PROCd(0,5+(2*B),131,0,0,""):A=A- 
1:PROCd(0,5+(2*A),134,0,0,""):B=A 

840 UNTILA=—35:IF0=1 AND F=FALSE SOU 
ND1,-15,150,2:CLS:PROCa ELSE IF0=1 GOT 
0810 

850 IF0=2 AND p=TRUE AND F=FALSE SOU 
ND1,-15,150,2:CLS:F=TRUE:PROCO ELSE IF 
0=2 GOTO810 

860 IF0=3 AND p=TRUE SOUND1,-15,150, 
2:CLS:PROCL:PROCR ELSE IF 0=3 GOTO810 
870 IF 0=4 AND p=TRUE S0UND1,-15,150 
,2: F'ROCM ELSE IF 0=4 GOTO810 

880 IF 0=5 AND p=TRUE S0UND1,-15,150 
,2:PROCN ELSE IF 0=5 GOTO810 

890 IF 0=6 AND p=TRUE SOUND1,-15,150 
,2: CLS: PROC-I ELSE IF 0=6 GOTO810 

900 IF 0=7 S0UND1,-15,150,2:CLS:PROC 
f 

910 IFO >0 AND0C8 CLS:6OTO790 ELSE GO 
TO810 

920 DATA SELECT TEAM,SELECT SQUAD,VI 
EW SQUAD,VIEW RESULTS,VIEW SCORERS,PLA 
Y NEXT ROUND,QUIT 

930 DEFPROCR: PR 1 NTT AB (6,23) ; CHR* 131; 
"Press SPACE to continue":REPEATUNTI 
LGET=32:ENDPROC 

940 DEFPROCc: FOR 17.=5T023: PR I NTTAB (0, 
IX) ;SPC40;:NEXT:ENDPROC 

950 DEFPR0CL:c*=A*(C7.)+" s Full Squa 
d ": PROCA: PROCd €X7.-3,0,129, 131,1 ,ci) : 
PRINTTAB(0,2);CHR*129CHR$157CHR*131;SP 
C7; "Name* 1 ; TAB (31,2) ; "Form"; :F0RI7.= 1T02 
0: PRINTTAB (1 , I7.+2) ; CHR$130; : IFI7.C10PRI 
NT ; " "; 17. ; ELSEPRINT; 17.; 

960 PRINT; " ) ” ; CHR* 134; B* (17.) ; TAB (30, 
1V.+2) ; STRING* (E7. (17.), CHR*255) : NEXT: END 
PROC 

970 DEFPROCJEB: I7.=0 

980 I7.= I7.+ 1:A7.(I7.)=0: IFI7.C20 GOTO980 
ELSE GOTO990 

990 CLS:PROCG:PROCD:PRINTTAB(2,18);S 
F‘C38:PR0CH: IF C=TRUE PROCY 
1000 IFM7.C1 GOTO 1020 ELSE PROCY: I7.=0 
1010 I7.= I7.+ 1: A7.(I7.)=0: IFI7.C20 GOTO101 
0 ELSE GOTO1030 
1020 F’ROCZ 
1030 CLS: PROCL: M7.= l 

1040 F*R I NTTAB (0,23); CHR$ 133; " PLAYER T 
O BE PICKED : " : I NPUTTAB (23,23) " "S7.: IF 

SVm >0ANDS7.< 21 GOTO 1060 
1050 PRINTTAB(23,23);SPC16;:VDU7:GOTO 


O 






1040 

1060 r /.=0 

1070 I7.= I7.+ 1:IF A7.(IX)=SX VDU7:GOTO10 
40 

1080 IFIXC 15BOTO1070 

1090 IFMX— 1 < 11 A$="P" ELSE M="S“ 

1100 SOUND 1 ,-15,150,2: AX (MX) =S7.: PRINT 
TAB(0,AX(MX)+2);A$:PRINTTAB(23,23) ; SPC 
3; : MX=M7.+1: IFMXC16GOTO1040 
1110 GOTO990 

1120 DEFPROCA: X*/.= (40-LENc$) /2: ENDPROC 
1130 DEFPROCY: RESTORE 1150: F0RL7.= 1 T02 
: READc*, Y7.: PROCA: PROCd (X7.-2 , Y7., 130,0,0 
,cT) : NEXTL7.: REPEATAX=GET: IFA7.=80 G0T09 
0 ELSE IF A7.=67 AND C=FALSE ENDPROC 
1140 VDU7:UNTILFALSE 

1150 DATA Press 'F - ' to continue, 18,or 
'C' to re—enter team,20 
1160 DEFPROCW 

1170 a’/.=RND (19) +1: a*=B*(aX) : I7.=0 
1180 17.= I X+1: IF a7.=A7. (17.) C$(QX > =a$:D 
* (RX> =a$: R7.=RX+1: ENDPROC 
1190 IF1X= 11 GOTO1170 ELSE GOTO1180 
1200 GOTO1170 

1210 CLS:c$="*** NEWS FLASH *** ":PR 

OCA: PROCd (X7.-3,8,129,131.1 ,c*> :c$=A$ (C 
•/.)+" "+STR$(EX) : PROCd (5, il , 134,0,0,0$) 
: c$=AT (D7.) + " •" +STR$ (F7.) : PROCd (5,13,134 
,0,0,c*) :FORI7.= 1TO20:C#(IX)= ,,M :NEXT 
1220 C=FALSE:D=FALSE:c$=A$(CX> : G=FALS 
E: IF E7.<F7. c$=A*(DX):G=TRUE ELSE IF E7. 
= FX OR EX=FX AND GX=30 c$="There will 
be a replay":D=TRUE 
1230 IF E7.=F7. AND B7.=8 AND G7.O30 c$= 
"There will be a extra time":C=TRUE:D= 
FALSE 

1240 PROCA: PROCd (X7.-3,17,130,0,0,c*> : 
IFE7.=F7. GOTO 1280 
1250 IF E7.>F7. AND B7.=8 PROCS 
1260 c$="are through to round "+STR$( 
BX+1):IF BX+1=6 c$="are through to the 
Quarter Finals" ELSE IF BX+1=7 c$=”ar 
e through to the Semi Finals" ELSE IF 
B7.+ l=8 c$="are through to the F.A Cup 
Final !“ 

1270 PROCA:PROCd(XX—3,19,130,0,0,c$> 

1280 C7. (1 , B7.) =E7.: C7. (2, B7.) =F7.: IF C=TRU 
E PROCj ELSE IF D=TRUE C7.(4,B7.)=1 
1290 A=INKEY700:B7.=B7.+ 1: IF G=TRUE PRO 
Ck 

1300 IF D=TRUE B7.=B7.-1:PR0CT 
1310 PROCB 
1320 DEFPR0C1 

1330 D7.=RND(20) : IF D7.=C7. GOTO 1330 
1340 FOR 17.= 1 T08: IF D7.=G7.(I7.) GOTO 133 
0 ELSE NEXT:C7.(3,B7.)=D7.:G7.(B7.)=D7.:ENDP 
ROC 

1350 DEFPROCk:CLS:c$="YOU ARE OUT OF 
THE F.A CUP ": PROCA: PROCd (X 7.-3, 10, 129 
, 131,1,c$>:I = INKEY400:END 
1360 DEFPROCM: PROCc : c*=A* (C7.) + V s res 
ults ": PROCA: PROCd (X7.-3,4,130, 135,1 ,c 
■$) : IF B7=l c$="No matches yet played": 
PROCA: PRINTTAB (X7., 9) ; c*: PROCR: PROCB 

1370 FOR 17.= i TOB7.—l:a$=“." : b*= 

” Round "+STR*(I7.)+" ":IF I7.=6 b^=" Q u 
arter Final " ELSE IF 17.-7 b^=" Semi F 
inal "ELSE IF I7.=B b$=" F.A Cup Final 

II 

1380 ct= a *+b*+a*: PROCA: PRINTTAB (X7.-3, 
B):CHR^129CHR*157CHR^131 ...1 


56:a^=A* (C7.) : b^=AT (C7. (3,17.) ) :c$=a$+STR 
ING* (17-LENaT, ". " ) +STR* (C7.(l , 17.) )+" 
"+b$+STRING* (17-LENb^, " . " ) +STR* iC7. (2,1 
7.) ) : PROCA: F'RINTTAB <0, 10) ;c$ 

1390 IF C7.(4,I7.) = 1 c*="After a replay 
": PROCA: PR I NTTAB <X7., 12) ;c* 

1400 A=GET: F0RA7.=8T023: PR I NTTAB (0, A7. > 
;SPC40;:NEXT,:ENDPROC 
1410 DEFPROCT:PROCq:FROCK:PROCI:PROCB 
1420 DEFFROCN: I7.=0 

1430 I7.= I7.+ 1:F7.(I7.)=0: IFI7.<20GOTO1430 
1440 CLS:c^=A$(C7)+"'s leading scorer 
s " : PROCA: PROCd ( X7.-3,0,129,131,1 , c* > : 
A7.= l:cf="Compilinq data ...": PROCA: PRO 
Cd (X7.-2,10,130,0,0,c$) 

1450 17=1 

1460 IF B#(A7.)=D$(I7.) FX (A%> =F7 (A7.) +1 
1470 IX=IX+1:IFIX<101GOTO1460 
1480 A7.=AX+1: IFAX<21GOTO1450 
1490 PRINTTAB(0,10);SPC39:PRINTTAB(0, 
11);SPC39:PRINTTAB(0,2);CHR*129CHR$157 
CHR$131;" Name o-f PI ayer " ; TAB (20) ; "Num 
ber o-f goals": FORIX=1TO20: PRINTTAB (4,1 
X+2) ; CHR* 134 ; B$ (17.) ; TAB (21) ; STR ING* (F7. 
(17.) ,CHRS255) : NEXT: PROCR: ENDPROC 
1500 DEFPROCj:I=INKEY400:C$="Extra ti 
me " : G7.=30: C7. (4,8) =2 : PROC I: PROCB 
1510 DEFF'RQCS: c$="have won the F.A Cu 
p ! ! ! ! " : F’ROCA: F'ROCd (XX—1,19,130,0,0 ,c$ 
):FQRAX=1T03:FORIX=1TO180STEP5:S0UND1, 
-15, IX, 1 :SOUND2,-15, IX, 1: NEXT: F0RI7.= 18 
0TO1STEP-5:SOUND1,-15,IX,1:S0UND2,-15, 
IX,1:NEXT:NEXT:END 

1520 DEFF'ROCH: c$=A$ (CX) : PROCA: PROCd (X 
7.-2,8,135,0,0,c$> : c$=A$ (DX) : PROCA: PROC 
d(XX-2,12,135,0,0,c$):PROCd(17,10,135, 
0,0,"v">:ENDPROC 

1530 DEFPROCF:IX=0:REPEATIX=IX+1:CX(4 
, IX) =0: UNT ILI X=8: C7.=0: p=FALSE: B7.= 1: R7.= 
1:F=FALSE:ENDPROC 

1540 DEFPROCZ:c$="PRESS SPACE TO CONT 
INUE":PROCA:PROCd(XX-1,20,130,0,0,c$>: 
REPEATUNTILGET=32:ENDPROC 
1550 DEFPROCY: CLS: a=K7.: K7.= 1: PROCD: KX= 
a:PROCH:PROC Z:ENDPROC 
1560 DEFPROCg:FORIX=1TO20:EX(IX)=RND( 
5):NEXT:ENDPROC 

1570 DEFF'ROCQ: tX=0: F0RI7.= 1T011: tX=tX+ 
EX(AX(IX)):NEXT:TX=ski11X—(tX*38):ENDP 
ROC 

1580 DEFPROCT:c*="Quit (Y/N)":PROCA:P 
ROCd(XX—1,10,130,0,0,c$) 

1590 A=GET:IF A=89 CLS:END ELSE IF A= 
78 CLS:GOTO 790 ELSE VDU7:6OTO1590 
1600 DEFPROCSKILL:c$="The F.A Cup Tra 
i1 ":PROCA:PROCd(XX-3,5,130,135,1,c* > 

:C7.=9: RESTORE 1630: FOR KX=1T03:READ a* 
:c$=STR*KX+") "+ a $:PROCd(8,CX,131,0,0, 
c$) : C7.=CX+2: NEXT: c*=" Select skill leve 
1":PROCA:PROCd(X X-1,17,129,0,0,c$) 

1610 A=GET:A=A—48:IF A<1 OR A>3 THEN 
GOTO1610 ELSE PROCd(8,9+((A-l)*2),134, 

0,0,"">:c*=" "+CHR*130+"Press SPACES 

AR to enter menu" +CHR$ 131 + '*-":PROCA: 

PROCd(0,21,131,0,0,c*) 

1620 PROCCAL:REPEATUNTILGET=32:ENDPRO 
C 

1630 DATA Novice,Amateur,Professional 
1640 DEFPROCCAL:IF A=1 skillX=2500 EL 
SE IF A=2 skillX=3000 ELSE skillX=3500 
1650 ENDPROC 


0 








































\ ■■ v■ 

> /{;. . 


Take a shot at our war / 
quiz and you could win ^ 
three great war strategy / 
games and a sweatshirt. ^ 


When did the bombing of Warsaw — 
which marked the outbreak of World War 
Two — take place. Was it on... 


Question 5, 


What year was the Battle of Hastings? 


Question I 


All you have to do is take a shot 
at answering the six questions 
below — they are easier than they 
look. Then, once you’ve done 
that, have a go at our tie-breaker 
and tell Gamer what you think 
makes for a great leader. Is it 
rousing Churchitlian speeches or 
Rambo Reagan tactics or neither 
of these. 


SSI games to choose from - should you be one of our lucky three 
winners — include: Baltic 1985; US AAF; Broadsides; Colonial 
Conquest; RDF 1985; Knights of the Desert; Roadwar 200; Wargame 
Construction Set; Geopolitique 1990, the Phantasie games and many 
more so have a shot, if you look closely you’ll see our quiz isn t 
too difficult. 


LONDON 


MIDLANDS 


MINIMUM 10% DISCOUNT 

ON FULL PRICE SOFTWARE (over £3.95) 

SOFTWARE FOR 

Amstrad, Atari, BBC, Commodore, 
Spectrum 48K &128K 
Also Hardware, Joysticks, 
Repairs, Bargain Corner , etc. 

NEW SOFTWARE 
ARRIVING DAILY!!! 

PHONE: 01-870 4941 
GALLERY SOFTWARE 
140 The Arndale Centre, 
Wandsworth, London SW18 


COMPUTER GAMES 

COMMODORE 64 AMSTRAO CPC 

TRY BEFORE YOU BUY 

Review the latest games at home 

★ 1 Weeks Review 

★ Latest Titles 

★ Lowest Rates 

★ First Class Postal Service 

★ Free Membership 

! Special discounts for members who 
decide to buy after review. Contact: 

MICROGAME 

12 Bagots Oak, Stafford, 
Staffs ST17 9RS. 

Or phone: Staffs (0785) 211150 
★ ANYTIME ★ 


Question 2. The assassination of the Archduke Franz 
Ferdinand in Sarajevo caused the First 
World War, when did it happen? 


a) 3 September 1939 
c) 16 August 1938 


9 September 1938 


a) June 1918 b) June 1914 c) February 1915 


Question 6. 


What happened at Hiroshima and 
Nagasaki in 1945? 


Question 3. 


Armistice Day (Poppy Day) 
commemorates the end of the First 
World War, was it... 


a) The Second World War ended b) Two atom 
bombs were dropped c) Reagan and Gorbachev 
held first Star Wars talks. 


a) II November 1918 b) 10 November 1981 
c) 12 December 1919 


Question 4. Where is Berlin? 


a) France b) Western Europe 

c) Communist Eastern Europe 


Tie-breaker: 

What makes a great leader? 

A great leader.. 




i re you a war gamer par 
\ excellence? Sure you are. But 
* Ido you know the history 
behind the games? You do! Well, 
this could be the competition for 


If you are as good at history as 
you are at war gaming you could 
win some great prizes. The first 
prize winner gets three SSI 
(Strategic Simulations Inc) games 
— there are 40 to choose from — 
plus a sweatshirt. Second prize is 
one game plus a sweatshirt and 
third prize is a game and a mug. No 
mug’s game this. Twenty runners 
up will win a copy of either Field 
of Fire or Battalion Commander. 

So fire away. Send answers, to 
arrive by May 31st, to: Computer 
Gamer, ASP Ltd., I Golden 
Square, London WIR 3AB. 


SSI Competition 


Gamer May 


Name . . 
Address . 


Computer owned (C64, Atari, Atari ST Amiga, Apple (delete as 
necessary) I agree to abide by the rules of the competition. 


Signed . 


nb: Please write answers and tie-break on back of envelope 
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WARNING NOTICE 

Advertisements placed in this magazine are to be in strict compliance with our standard conditions (copies of which conditions are 
available on request) and on the clear understanding that the advertiser warrants that his advertisement(s) does not infringe any copy¬ 
right or condition of sale of any interested party in the advertised product. 

Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages, or any other claims brought against 
them as a result of legal action arising from the publication of the advertisement. 

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the proprietors. 


FOR SALE 


JOKES 


FREE 

Britain’s No: 1 Joke 
Catalogue packed 
with over 500 practical jokes from 5p 

Stink bombs, Whoopee cushion, wob¬ 
bly -lager glass, laxative tea bags, 
smoke bombs, willie sugar, cigarette 
bangers, joke blood, sick, mess, soap 
sweets, wet jokes, exploding jokes, 
magic tricks, party fun kits, masks, 
make-up, sea monkeys, girl strip pens, 
adult party packs, saucy novelties, 
naughty presents, posters, badgers, 
the complete Joke Shop by Post. 
Send 13p stamp with your name and 
address for bumper colour catalogue 
and free Gift to: 

MATCHRITE, THE FUNNY BUSINESS 
(Dept C.G.) 167 WINCHESER ROAD, 
BRISTOL BS4 3NJ. 


CLASSIFIED DEPT. (CG) A.S.P. Ltd., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 48p (vat inclusive) private 
per word. Semi display £9.45 single column 
centimetre plus VAT minimum 2 centimetres. 
Series rates on application. Please note that all 
classified advertisements under £20 must be 
prepaid. All cheques or postal orders to be made 
payable to Argus Specialist Publications Ltd. 

Telephone Nicola Baty on 01-437-0699 


FOR HIRE 


SERVICES 


-ATARI 400/600/800XL/ST— 
SOFTWARE 


We have an all round selection of disks, 
cassettes and cartridges FOR HIRE. Apply 
now and hire your first four games free. 
Around 1,000 different original titles. For 
full details send large stamped addressed 
envelope or telephone evenings 7pm - 
10pm or weekends. 

LOW ATARI PRICES 

1050 Disc Drive £119.95 post free 
130XE £122.90 

Antic and Analog magazines available. 
BEST QUALITY DISCS 

Memorex 5'/r S.S./DD Discs 10 for £13.95 p.f. 
Unlabelled 5'A" S.S./DD Discs 10 for £ 9.95 p.f. 
Unlabelled 5'/«" S.S./DD Discs 25 for £22.95 p.f. 
Unlabelled 5'A" S.S./DD Disc 50 for £42.95 p.f. 
Unlabelled 5'A" S.S./DD Disc 100 for £79.95 p.f. 
Memorex Z'k" Discs. Boxes of 10 
S.S./DD £24.95 p.f. 

Unlabelled W S.S./DD Discs 10 for £19.95 p.f. 
Unlabelled 3'/z” S.S./DD Discs. 25 for £44.95 p.f. 
Atari 520 STM £345.50 post free 
Atari 520 STM with y 2 Megabyte Drive 
£449.00 

Happy enhancement for the 1050 Drive 
with revision 7. £139.95 post free 
GAMES & SOFTWARE CLUB 
DEPT CG, 35 Tilbury Road, Tilbury Close, 
Sunderland SR3 4PD. Tel: (091) 5286351. 


SOFTWARE 


SPECIAL DEAL FOR 
ATARI 

400 / 800 / XL / XE 

HIRE your first 2 games FREE 
from our extensive range of soft¬ 
ware. Up to the minute releases 
available. Apply Now! 

OR 

BUY all the latest software titles at 
best possible prices. (New re¬ 
leases available direct from U.S.) 

Atari hardware and modems now 
available at discount prices. For 
further details send S.A.E. to: 

CHARNWOOD GAMES 

30a WARWICK AVENUE, QUORN, 
LOUGHBOROUGH, 
LEICESTERSHIRE. 

TEL: 0509 412604 


CLASSIFIED ADVERTISING 
TERMS 8» CONDITIONS 

Our terms for new advertisers (semi-display 
and lineage) are strictly pro-forma payments 
until satisfactory reference can be taken up 
(excluding recognised advertising agencies). 
Cheques and P O.'s should be crossed and 
made payable to ARGUS SPECIALIST 
PUBLICATIONS LTD. and sent together with 
the advertisement to: 

"The Classified Dept.. 

No. 1 Golden Square. 

London W1R 3AB. 

There are no reimbursements for can¬ 
cellations. Advertisements arriving too late for 
a particular issue will be inserted in the 
following issue unless accompanied by 
instructions to the contrary. It is the res¬ 
ponsibility of the advertiser to ensure that the 
first insertion of every series is published 
correctly, and corrections must be notified in 
time for the second insertion, otherwise the 
publishers will not accept any liability or offer 
any reduction in charges. 

All advertising sales are subject to Govern¬ 
ment Regulations concerning VAT. 
Advert isers are responsible for complying with 
the various legal requirements in force eg: The 
Trade Description Act. sex discrimi nation act & 
the business advertisements (disclosure) 
order 1977. 

Full Terms 9 Conditions of Advertising 
available on request. 


STOP 

PLAYING GAMES 

Use your computer to make money. Turn your hobby 
into a home-based income Full and part time 
opportunities to cash in on this tremendous market 
High earnings easily possible Open to any amateur 
micro user and gamer Write for free details. 

Westlink Promotions 
108 George Street 
Edinburgh EH2 4LH. 


AMSTRAD SOFTWARE HIRE 

100’s of Titles - Fast Service our 
members say we are the best. 
Details & Lists from: 

K & M COMPUTERS 
40 Fairstead, Birch Green, 
Skelmersdale, Lancs. WN8 6RD 
24hr telephone 0695 29046 


Our next copy deadlines are: 

26th May for the July issue 
19th June for the August issue 

Call Nicola Baty on 01-437 0699 for 
details of series discounts. 


ESSEX 


CAPTURE 
YOUR LOCAL 
MARKET 
HERE. 
01-437 
0699 


MICROWARE 

Home Computer 
Support Specialists 
Software * Peripherals 
Repairs 

(Qualified Service Engineers) 

5 St Peters Lane, Leicester 
29023 

— 7 Leicester Road, 
Loughborough 234226 
— Ford’s Dept Store, Victoria 
Centre, Lower Parliament Street, 
Nottingham 475872 


COMPUTER GAMER DEALER/REPAIR GUIDE 


EAST MIDLANDS 






































































































£ Endure the trials of Activision’s 
Enduro Racer 


Konami bring you Nemesis 


The Bride of Frankenstein will make 
you a new man! 


£ Don’t miss our BIG hints and tips 
section 

0 Plus all the latest news, previews, 
letters and competitions to keep 
you going until July 






GAMER RULES OK 

^ Jlf % ^ W „ Si: , 

All Gamer competitions share the same 
basic rules but check for additional 
requirements after reading this. 

1) Each competition is open to all Computer Gamer 
readers except employees of Argus Press Group, the 
participating company and the printers and distributors 
of both companies. 

2) All entries must be on the correct form — 
photocopies are unacceptable and will be disqualified. 
Multiple entries are allowed but, again, must be on 
the appropriate form. 

3) Prizes will be awarded to those entries judged by the 
editor to be correct on the specified date. 

4) The editor’s decision is final and no correspondence 
will be entered into regarding it. 

5) The entry instructions form part of the rules. 

6) All entries become the property of Argus Specialist 
Publications Ltd unless otherwise indicated. 


7) The rules form the conditions of entry. 


fjWe always pay excellent rates for 
^program submissions from our readers. If XJ.* 1 
I, 1 you think your game is good enough, jV) 
^please send it to our editorial address for 
‘.assessment. 

ft Mark your envelope PROGRAM 
^SUBMISSIONS. 

Computer Gamer is a monthly magazine appearing on 
Vjthe fourth Friday of each month. 

^ Subscription rates upon application to: Computer 
Gamer Subscriptions Department, Infonet Ltd, Times 
\ House, 179 The Marlowes, Hemel Hempstead, Herts 

/^HPI IBB. 

'The contents of this publication, including all articles, 


^ The contents of this publication, including all articles, r/I 
w] designs, plans, drawings and other intellectual property, iVf 
[• belong to Argus Specialist Publications Limited. All V 
f ^ rights conferred by the Law of Copyright and other V 
»1 intellectual property rights, and by virtue of 
/N international copyright conventions are specifically i 

Q reserved to Argus Specialist Publications Limited and Sf 
any reproduction requires the prior written consent of 
V the company. @ 1987 Argus Specialist Publications 


HHHMi 


Nintendo 


AMSTRAD 

COMMODORE 

£ 8.95 


Mario Bros, from Nintendo for your 
home computer! From the arcade original 

SPECTRUM featuring Fireballs, Sidestepper, Shellcreeper and Fighterfly. Rip 

^ _ those pests and kick 'em off the pipes, but don't lose your footing on 
f those slippery floors. Play as a team or against each other; either way 

* * “ ^ you're in for a scream with Mario and biigi - the MARIO BROS. 
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